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Her card is included as a part of this set of 18 exceptional cards 
for the Star Trek” Customizable Card Game”. 


18 mini-masterpieces of imagery and gameplay, executed with 
the style and attention to detail that collectors and players 
of Decipher products have come to expect, presented in an 
elegant binder, and accompanied by a signed Certificate of 
Authenticity and a unique poster showcasing the entire 
Star Trek” Customizable Card Game”™ to date. 


This first edition of the The Fajo Collection” is limited to 40,000 
numbered copies and is only available from The Eccentric Order. 
Order your copy now by completing the order form. 
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_ UPS ground (5 to 7 days, North America only) 
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“Credit Card Number: 
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Mark Zug 


“MARK ZUG” IS THE NOM DE BRUSH of Melvish Jacob 
Zook, a retired farmer living in Lancaster County, Pennsylva- 
nia, recently excommunicated from the Amish order. After a 
lifetime of carving exquisite wooden trains for the tourist 
trade, he began to suffer from Delayed Onset Adolescence 
Syndrome (DOAS), under the influence ofjwhich he began to change careers in rapid 
succession. At first, his career choices were tame. A machinist, then a plumber, then a 
building superintendent—not unusual jobs for an Amish man. 

But his work soon took troubling turns. He began to raise sweet-tempered but dis- 
eased rats. He cultivated and single-handedly reintroduced the tobacco hornworm 
into the wild (an agricultural pest that had just been eradicated from the region after a 
struggle of decades). He began to tour local Pennsylvania bars with a trio called “The 
Plainsouls” (picture ZZ Top with black hats and suspenders), playing a music Zook 
called “Amo-punk.” 

It was this last creative effort which figured prominently in his excommunication. 
He presently lives in a rented attic overlooking the Susquehanna River, where it 
amuses him to collect illicit literature and paint funny pictures. Because of encroach- 
ing senility, his financial affairs, as well as his telephone and mail personas, are han- 
dled by an anonymous and somewhat less eccentric friend of the family (pictured). 
The “friend” may also be responsible for a series of anti-Amish defamation cases in 

the last several years, including the notorious “Kingpin” incident. 


FOR THIS MONTH’S COVER,)Zug 

| depicts the silver golem Karn in the 
aftermath of one of Urza Planeswalker’s 
projects gone awry: the explosion of the 
Time Chronometer. Urza disappears 
from the isle of Tolaria after his magical 
experiments with time erupt in disaster, 
exploding across both time and space. 
“Bubbles” of temporal anomaly—where 
time moves faster or slower than normal 
—are scattered across the island, wreak- 
ing havoc. Destructive forces like erosion 
and decay assault parts of the island, 
while native creatures evolve within the 
blink of an eye elsewhere on Tolaria. 

In this dangerous environment, Karn 
tries to rescue as many of the Tolarians as 
he can. He succeeds in saving almost 

three dozen denizens of the academy, but Karn’s desperate search for his friends 
Teferi and Jhoira is fruitless. Nor are the academy’s prominent leaders, Urza and 
Berrin, anywhere to be found. Karn, Urza, Berrin, and the surviving students will 
return to Tolaria in time, rebuild the Academy, and learn to explore the temporal 
anomalies. But in Urza's wake, the first priority is survival. ® 


The Duelist looks back at five years of Magic. 
Scott McGough previews Doomtown Episa 
The debut of The Duelist ericg inde 5: 
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Jenny wants to run a 7th-level 


half-elf fighter/thief/mage. 


Jenny’s game starts in 15 minutes. 


Jenny plays a pre-made cleric. 


You love to play the AD&D® game. 

But generating the perfect 
character can take a lot of time. 

AD&D Core Rules CD-ROM 2.0 
changes that. 

You still do the fun stuff, but the 
program crunches the numbers. 
And with the PLAYER’s OPTION® 
books integrated into the program, 
you don’t lose any complexity. 

Standard AD&D rules are built 
in, but the program can also 


Not anymore... 


handle your house rules. 

Plus, with the new utility from 
the makers of CAMPAIGN 
CaARTOGRAPHER®, you can easily 
produce high-quality city, 
dungeon, and over-land maps. 

It’s the perfect AD&D tool for 
anyone that happens to have the 
burden of a life away from the 
campaign. Watch for it on 
shelves this October and go to 
www.tsr.com/cr2 for information 
and valuable offers. 


Advanced 


Dungeons&- Dragons’ 


AD&D*® Core Rules CD-ROM 2.0 


Less work. More play. 


Available wherever software or AD&D products are sold. 
For a store near you check out http://locator.wizards.com 


Customer Service: (800) 324-6496 * www.tsr.com 


Never let it be said that we don’t have sharp- 
eyed readers. It’s just the things they notice 
that worry us... 


Picking Nits 


DON PARDO, TELL HIM 
WHAT HE’S WON 
Dear Duelist, 

hate to break it to Mark 

Rosewater, but he messed 
up in “Tl Take Atogs for 
$200” [Magic:The Puzzling, 
Duelist #30]. The first 
Summon Centaur card was 
the Centaur Archer from Ice 
Age—not Jolrael’s Centaur, 
the 2/2 green centaur from 
Mirage to which I’m guessing 
Mark was referring. Looks 
like Mark couldn't pass his 
own quiz. 

PS. You owe me an imagi- 
nary box of the latest release. 

Michael Beyer 
Bend, Oregon 


Well, I'll be dipped in mogg poo. 
You're absolutely right! Those 
responsible have been duly 
punished—listen closely, and 
youre sure to hear Mark's 
agonized screams all the way. 
from the far-off Oregon 
Territory. 
Your imaginary box of 

our new imaginary release, 
Urza's Funky Fantastical 
Winderpantz, is on its imagi- 
nary way, Thanks for playing! 


STRAINING FOR ANSWERS 
Dear Duelist, 
have found a small error 
that I would like explained. 
On the card Telethopter, the 
flavor text reads: 
After losing several of 
the devices to midair 
collisions, Greven for- 
bade moggs from oper- 
ating telethopters.” 
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The card Thopter 
Squadron conflicts with this 
by showing moggs flying 
telethopters. What’s the deal? 
Did Greven change his 
mind? Was there no one else 
to fly the telethopters? I'd like 
an explanation. 

I would also like to know 
what the $#@$! R&D was 


PS. Pete Venters isn’t fool- 
ing anyone, we know he’s just 
making it up as he goes along. 


Obviously you missed the part 
of the story where Greven 
ordered an army of shapeshifters 
to disguise themselves as moggs, 
thereby lulling the opposition 
into a sense of complacency and 


THE GREAT MANA HUNT 


rza’s trip across the planes has wreaked 

havoc with all the mana! Win a box of 

Urza’s Saga boosters by finding this off- 
color mana symbol [ “> ] hidden in this very issue 
of The Duelist. Send a postcard telling us where 
you found it to: The Duelist Urza’s Mana Hunt Con- 
test—#32, P.O. Box 707, Renton, WA 98057-0707. 
Only postcards will be accepted as legal entries. 
The winner will be randomly selected from all cor- 
rect entries. Postmark deadline is November 21, 
1998. Remember, the symbol must match this one 


[ ®& ] exactly! 


Contest (rs open to residents ak the U.S. 
(except Rhode Island) and Canada (except Quebec). 


thinking when they came up 
with the card Dream Halls. I 
mean, how much could one 
person smoke to think up 


Sorry. Just had to get that 
out of my system. By the way, 
I must say that The Brothers’ 
War is an awesome book, and 
Jeff Grubb was not only more 
than worthy of retelling the 
story, he retold it in a fashion 
that should attract both 
Magic players and those who 
live in “regular society” alike. 

Thanks, 
Logan Strain 
Bonsall, California 


safety. After all, there's nothing 
to fear from a bunch of moggs 
in thopters, is there? As far as 
Dream Halls goes, I've heard 
that the card was left on the 


‘ian 
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Wizards R&D doorstep one 
morning, and they thought it was 
so cute that they took it in and 
raised it as one of their own. And 
finally, I have to agree with you 
about Grubb—a talented author, 
a fine gentleman, and a crack shot 
who I can even now see sitting on 
top of an adjoining building with 
a sniper rifle... 

By the way—Pete just checked 
with Greven, and it’ all true. 


BOTTOMS UP 
Dear Duelist, 
— to tell you that on the 
bottom of all of the Unglued 
cards there is a word, and if you 
line them all up, it says some- 
thing, but I can’t figure out 
what it is. 
Your Informer, 
Ben B. Cool 
PS. That’s not my real name 
and will you print my letter? 
Please please please please 
please, etc.? 


There you go. Now stop writing 
please.” And for the answers to the 
Great Unglued Mystery, check out 
“Insider Trading” on p. 34. 


That’s it, folks! Next 
month, more straight and 
not-so-straight answers 
along with more on the 
wonderful, talented, well- 
armed and downright 
handsome Jeff Grubb. 
G’night everybody! 
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The most powerful forces 


Four unique civilizations, each with their own build hierarchies and combat strategies 

¢ Richly detailed environments filled with forests, marshes, rolling hills and mystical keeps 

Command armies of dragon riders, skeletal archers, undead foot soldiers and magic-casting wizards 
¢ A streamlined and easy-to-use interface 


¢ Ambient life forms including non-player humans, wandering monsters and magical life forms 
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Urza’ s. saga has begun. 


Available October 1998 
75-card tournament packs, 
15-card booster packs, and 
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Xena and Callisto 
Face Off in Battle Cry 


na game fans will be the first 
to discover the newest maze of 
surprises in store for Xena and 
her sidekick Gabrielle with the 
Battle Cry expansion—the 
ewest ARC System release 
from Wizards of the Coast. 

Years ago, in Xena’s dark past as an 
evil warlord, she sent Callisto down the 
path of despair, destroying everything 
Callisto held dear. After decimating Cal- 
listo’s family and home in a grave bat- 
tle, Xena became Callisto’s archenemy. 
With revenge in her soul, Callisto 
returns to challenge Xena to a blister- 
ing fight in the Battle Cry expansion to 
the Xena: Warrior Princess trad- 
ing card game. Based on the top-rated 
Xena: Warrior Princess television show, 
Battle Cry introduces new key charac- 
ters, including Callisto, Joxer, Centaurs, 
and Amazons. Offering a total of 75 
new cards in addition to important 


cards from the original 
set, Battle Cry features 
many scenes and quota- 
tions from the show. 

“For Xena fans, Battle 
Cry enhances the original 
Xena: Warrior 
Princess trading card 
game by adding a new collection 
of popular characters from the 
show,” said Paul Randles, Xena 
associate brand manager. “Addi- 
tionally, new cards, game 
mechanics, and the option to develop 
new game strategies allows avid play- 
ers to experience an advanced level of 
fun in a quick-to-learn game.” 

Battle Cry is the first expansion to 
the Xena TCG. Compatible with all 
other ARC System games, including 
the C*23 and Hercules: The Leg- 
endary Journeys TCGs, Battle Cry 
is available in 40-card, ready-to-play, 


Callisto gets her chance at | 
revenge in Wizards’ latest 
ARC System release. 


semi-random decks at a suggested 
retail price of $5.99. Traditional 
12-card booster packs (suggested 
retail price $2.49) each contain an 
added bonus card. The Battle Cry 
expansion will be available through 
hobby, game, and comic book stores, 
in addition to several leading national 
retail stores including Toys ‘R’ Us, 
Babbage’s, and Electronics Boutique. 


BattleTech: Crusade 
introduces new allies 
Players of Wizards of the 
Coast’s BattleTech TCG can 
team up in new ways with 
Crusade, a new expansion 
that brings new tactics and a 
new clan to the war-torn 
future. Drawn from FASA’s 
popular Twilight of the Clans 
novels, the Crusade expansion 
features new Alliance cards 
that allow players to join 
forces with other factions 
from the BattleTech: 
Commander's 
Edition set. 


Clan Steel Viper makes its 
first major appearance, bring- 
ing battle savvy and relentless 
"Mechs to the timeless 
melee—another possible ally 
in a world of shifting alle- 
giances. 

Sold in 15-card booster packs 

for $2.99, the Crusade expan- 

sion contains 108 different 

cards featuring the 

redesigned card faces intro- 

duced in Commander's 
Edition. 


X-Men, Avengers Fly 
into Action for Marvel 
Super Heroes 

Escape Arcade’s most 
fiendish deathtrap! Face off 
against the Masters of Evil! 

Fans of the X-Men and 
the Avengers can supercharge 
their stories with five new 
products this fall for TSR’s 
Marvel Super Heroes 
Adventure Game. 

In stores now are the X- 
Men Roster Accessory book 
and the X-Men: Who Goes 
There? adventure. The 
Avengers Roster Accessory book 
and the Avengers: Masters of 
Evil adventure follow in 
November. 


The 48-page X-Men: Who 


Goes There? and Avengers: 
Masters of Evil adventures 
include new skills and game 
statistics for everything from 
juggling to the Legacy Virus. 
Players can step into the roles 
of X-Men or Avengers, or 
play the fast-paced adven- 
tures with other heroes, 
explained lead designer Mike 
Selinker. 

The 144-page roster acces- 
sory books feature full-color 
art and statistics for past and 
present members of each 
group, plus their foes, allies, 
and equipment. Both roster 
books appeal to comic book 
readers as well as players of 
the Marvel Super Heroes 
Adventure Game, Selinker 
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said. The roster books sell at 
a suggested retail price of 
$17.95, and the adventures 
at $8.95. Both are available 
through most hobby, game, 
and book stores. 

The Guide to Marvel 
Earth, SHIELD’s tour of 
key locations from Latveria 
to Madripoor, will hit the 
shelves in December at a 
suggested retail price of 
$14.95. 


Baberowski Wins 

in Windy City 

Sometimes declaring a 

mulligan just doesn’t help. 
Dirk Baberowski of 

Cologne, Germany, edged 

American Casey McCarrel 


units. Japan s highest 


grew from the game’ 


than four hundred million: tra 


to take the $25,000 top prize 
at Pro Tour—Chicago 1998 
this September after 
McCarrel drew a tough 
hand, mulliganed, then drew 
an almost identical hand. 
With the best-of-five 
finals tied 2-2, McCarrel 
redrew after seeing two 
swamps, three Vampire 
Hounds, a Spinal Graft, 
and a Knight of Dusk in 
his opening hand. But 
McCarrel drew the same 
cards—just one card fewer— 
after the mulligan. 
Baberowski, playing 
green/white in Tempest- 
Stronghold-Exodus Booster 
Draft, put a Soul Warden 
to good use in defeating 


g card game cards, 


one million music CDs, and an incredible array of 


consumer products. 


Wizards of the Coast will unleash the English 
version of the Pokémon trading card game in 
January 1999. Some games, in themed 60-card 
decks, may be available in stores as early as 


November 1998. 
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advice to 


16-year-old McCarrel’s 
mono-black deck, winning 
the championship match 
3-2. McCarrel, of Lafayette, 
California, took home sec- 
ond place and $15,000. 
Finishing third was Jeff 
Fung, 18, of Richmond, 
British Columbia, who took 
home $10,000 in his first 
title event. Austrian 
Benedikt Klauser finished 
fourth, earning $8,000. 
Rounding out the Top 10 
were Jon Finkel, Ryan 
Fuller, Martin Cedercrantz, 
Dominique Coene, Darwin 
Kastle, and Randy Buehler. 
In booster draft, each 
player opens a pack of 
fifteen cards, chooses one 


power in your hands!’” 


card, then passes the others to 
the player on the left. After 
each set of packs makes its 
way around the circle, each 
player ends up with fifteen 
cards. After three rounds 

of pack-opening, players 
combine their 45 cards with 
any number of basic lands 
to create 40-card decks. 
Their unused cards form 
the sideboard. 

Side events at Chicago's 
Ramada Congress Hotel 
Sept. 25-27 included a 
Tempest-Stronghold-Exodus 
Constructed Tournament, 
an Urza's Saga prerelease 
tournament, the Junior Super 
Series, and a three-player 
team tournament. 


ure pokémon tra 
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Stay up to date with what's 
happening in the trading card 
industry, keep current with the 
latest Magic releases, improve 
your skills, have fun with 
Wizards of the Coast products! a 


The Duelist brings you all of 
the latest info about Magic, 
FAQs, product previews, gam- 
ing strategies, art, and other 
trading card games—and 
more—NOW MONTHLY! 


More of everything you like 
about The Duelist, and 
because it's now monthly, 
you'll get all the latest that 
much quicker. Stay ahead of 
the game with your own 
subscription to The Duelist. 


Use the attached reply cards to 
order your subscription today. 


For faster service call 
1-800-395-7760 
Monday-Friday 9-5 PST, 

and mention code BR3298. 
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Get a Duelist International 
Booster Subscription! In addition 
to your 12 monthly issues of 
The Duelist, $99.95 buys 

you 48 Magic boosters—45 are 
foreign language—and saves you 
62% off the total retail value. 
You'll build your deck and 
improve your game with the 
greatest of ease and style. 


Subscribe to The Duelist! 


(| YES! Enter my subscription for 12 issues—$24.95* 


Saves me 57% off the cover price. 


BEST BUY! Enter my subscription for 24 issues—$39.95 
Saves me 66% off the cover price. 


NAME (please print) 


ADDRESS 


CITY / STATE/ ZIP 


COUNTRY TELEPHONE EMAIL 
Payment method 


1 MASTERCARD 0 VISA 
(1 CHECK ENCLOSED (payable to The Duelist) 


OC DISCOVER 
CO Bill me (must be 18 or older) 


ACCOUNT NUMBER EXPIRATION DATE 


SIGNATURE 


*Canadian orders: 12 issues /$29.95. Foreign orders: 12 issues/ $68.95. Send US funds only. 


Please allow 6-8 weeks for delivery. BR3298 


Subscribe now! 


YES! Enter my subscription for 12 issues—$24.95* 
Saves me 57% off the cover price. 


(| BEST BUY! Enter my subscription for 24 issues—$39.95 
Saves me 66% off the cover price. 


NAME (please print) 


ADDRESS 


CITY / STATE/ ZIP 


COUNTRY TELEPHONE EMAIL 
Payment method 

1 MASTERCARD 0 VISA 
( CHECK ENCLOSED (payable to The Duelist) 


O DISCOVER 
C Bill me (must be 18 or older) 


ACCOUNT NUMBER EXPIRATION DATE 


SIGNATURE 


*Canadian orders: 12 issues /$29.95. Foreign orders: 12 issues /$68.95. Send US funds only. 


Please allow 6-8 weeks for delivery. BR3298 


The Duelist International Booster Subscription 


[] YES! 12 issues, 48 boosters for just $99.95* 
You save 62% off the retail value. 


New Offer! 6 issues, 24 boosters for just $49.95* 


NAME (please print) 


ADDRESS 


CITY / COUNTRY / POSTCODE 


TELEPHONE EMAIL 
Payment method 


O MASTERCARD 0 VISA 
(1 CHECK ENCLOSED (payable to The Duelist) 


0 DISCOVER 


ACCOUNT NUMBER EXPIRATION DATE 


SIGNATURE 
Complete and send with payment to: The Duelist, PO Box 469086, Escondido, CA 92046. 


+ International Booster Subscription offer good in the United States only, and valid for 6 months from the release date of this issue. 


Please allow 6-8 weeks for delivery. BB3298 
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COMPUTER GAMES 

1 BEST ACTION GAME 
DESCENT: FREESPACE 
FORSAKEN 

QUAKE II 

TOMB RAIDER IT 
UNREAL 


0.00000 


BEST STRATEGY GAME 

AGE OF EMPIRES 

CLOSE COMBAT: A BRIDGE TOO FAR 
DUNE 2000 

MYTH: THE FALLEN LORDS 
STARCRAFT 

TOTAL ANNIHILATION 
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FALLOUT 

FINAL FANTASY VII (PC) 
MIGHT AND MAGIC VI 
PARASITE EVE (PSX) 
ULTIMA ONLINE 


0.00000 


BEST ADVENTURE GAME 
BLADE RUNNER 

CURSE OF MONKEY ISLAND 
REALMS OF HAUNTING 
RIVEN 

STARSHIP TITANIC 
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MYTH: THE FALLEN LORDS 
QUAKE II 

SANCTUM 

STARCRAFT 

ULTIMA ONLINE 
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BEST CONSOLE GAME 
COLONY WARS 
GOLDENEYE 007 

FINAL FANTASY TACTICS 
METAL GEAR SOLID 
RESIDENT EVIL 2 


000000 


ToS OTHER TRADING CARD GAMES 
BEST NON-MAGIC TCG 

BABYLON 5 

DEADLANDS: DOOMTOWN 

DUNE: EYE OF THE STORM 

LEGEND OF THE BURNING SANDS 

RAGE: ACROSS LAS VEGAS 

STAR TREK: DEEP SPACE NINE 


00000008 


BEST NON-MAGIC EXPANSION 

BABYLON 5: THE SHADOWS 

BATTLETECH: ARSENAL 

DUNE: JUDGE OF THE CHANGE 

LEGEND OF THE FIVE RINGS: THE HIDDEN EMPEROR 
STAR TREK: FIRST CONTACT 

STAR WARS: JABBA'S PALACE 


0000000 


BEST-LOOKING TCG 

BATTLETECH: COMMANDER'S EDITION 
DEADLANDS: DOOMTOWN 

LEGEND OF THE BURNING SANDS 
RAGE: ACROSS LAS VEGAS 

STAR TREK CUSTOMIZABLE CARD GAME 
STAR WARS CUSTOMIZABLE CARD GAME 


0000000 


NOMINEES FOR THE DUELIST'S ANNUAL GAMING INDUSTRY 


"BEST OF THE YEAR" CONTEST WERE SELECTED BY 
THE STAFF OF THE DUELIST. 


MAGIC: THE GATHERING 
10 BEST MAGIC WEBSITE 


(ee) 


THE DOJO (WWW. THEDOJO.COM) 

MINDRIPPER (WWW, MINDRIPPER. COM) 
MTGNEWS (WWW.MTGNEWS.COM) 

WIZARDS OF THE COAST (WWW.WIZARDS.COM) 


BEST MAGIC RELEASE 


0 


000 


EXODUS 

PORTAL: SECOND AGE 
STRONGHOLD 

TEMPEST 

UNGLUED 


BEST NEW RATH CYCLE MECHANIC 


00000008 


BUYBACK 
EN-KOR 
LICIDS 
OATHS 
SHADOW 
SLIVERS 


3 BEST-TASTING RATH CYCLE CARD 
(BEST FLAVOR TEXT) 


ALUREN 
BOTTOMLESS PIT 
ENSNARING BRIDGE 
HATRED 

MOGG CANNON 

MOGG FANATIC 


14 FAVORITE RATH CYCLE ILLUSTRATOR 


0000000 


DITERLIZZI 
PAOLO PARENTE 
RON SPENCER 
PETE VENTERS 
KEV WALKER 
MARK ZUG 


CURSED SCROLL 

LOBOTOMY 

OATH OF DRUIDS 
RECURRING NIGHTMARE 
SURVIVAL OF THE FITTEST 
TRADEWIND RIDER 


BEST NEW DECK TYPE 


00000008 


FORBIDIAN 
MESACRAFT 

OATH OF DRUIDS 
RECURRING SURVIVAL 
STUPID GREEN 
SUICIDE BLACK 


THE DUELIST 
18 BEST DUELIST FEATURE 


00000008 


MAKING WINE FROM THE GRAPES OF RATH (#23) 
VIRTUAL TOOLBOX (426) 

THE ART OF BEATDOWN (#29) 

THE WEST GETS WEIRDER (429) 

WHAT DO YOU MEAN, NO MONKEYS? (429) 
DIARY OF A DEADGUY (4/31) 


9 BEST DUELIST COVER 


0000000 


ISSUE #23 (VOLRATH) 

ISSUE {#28 (GERRARD) 

ISSUE 429 (DOOMTOWN-HELL'S FURY) 
ISSUE #30 (UNGLUED-SERRA ANGEL) 
ISSUE #31 (URZA) 

ISSUE 4/32 (KARN) 


TELL US WHAT 
YOU THOUGHT OF 
THIS YEAR'S GAMES! 


lo#t® Domains of Dread Campaign Book 
™ System™ deck*, get any ARC System booster* free. 
Buy a Legend of the Burning Sands™ deck, get a Legend of the Burning Sands booster free. 
Buy a Legend of the Five Rings—Jade Edition™ deck, get a Legend of the Five Rings—jade Edition booster free. 
Buy a Magic: The Gathering—Portal™ Starter Set or Portal Second Age™ game, get a Portal or Portal Second Age booster free. 
Buy a Fifth Edition™ game, get a Fifth Edition booster free. 
Duelist: The December issue of The Duelist magazine comes polybagged with a free Urza's Saga™ booster. 


* Xena: Warrior Pri iy les: * endary Journeys™, and C*23™ trading card games. Decks an 


OF THE COAST 


is a rademark of Marvel Characters, Inc. and is used with permis: 


Hercules: The Legendary Journeys and Xena: Warrior Princess are 


Licensed by Universal Studios Licensing, Inc. All rights reserved. 


ADVANCED 


™ 


7 Th reno 1 
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The December issue 


_ Tee , : 
DUELIST 
of The Duelist® magazine 


comes polybagged with 
a free Urza’s Saga™ booster. 


Fly ‘oie 
to a participating, local game store 
and pack away the goods. 


Sanctum and Digital Addiction are trademarks of Digital Addiction, Inc. All rights reserved 


Digital Kddiction 


SANCTUM 
BLOODLINES 


expansion set features the mightiest heroes online. 


“What strategy gamers are looking for...definitely worth the download." 
-Gamepro 


What’s 
Inside’ 


21 DUELIST PICKS 
Put on your safety 
into Urza’s laborat 


22 EXTRA PULLED 


by Mark Rosewater — 
Tired of too-compe' 
Here’s the card for y« 


24 HOUSE RULES 

by Michael G.Ryan 

Three masters to tes 
skill against. 


26 DECK CLINIC 


by Alan Comer and Eri 
Scalpels in hand, our 
extend red/black’s li 


28 URZA'S SAGA 
compiled by Mike Elliott 
Answers to your pre! 
tournament questio 


tf 
31 THEME WEA i 


Discover decks for p 


33 KEY PLAYS 


by Brian Weissman 
Even the pros make 


34 INSIDER TRA 
by Mark Rosewater 
Secret Unglued m 
the Great Chicken 


annot pl 
ach player cannot P 
Ee spell each tart 


y now, I’m sure you’ve all opened several Urza’s Saga boxes, sorted your 


cards, and placed them into binders. Maybe you’ve even added some Urza’s 
Saga cards to your favorite deck. You might start thinking about new decks 
to build using some Urza’s Saga combinations. As usual, we’re here to help. Beware, 


though. These combos aren’t for the faint of heart. Some are downright nasty! 


Greai, Wizard Ha; pt 


lay more than 


‘Arcane Laboratory and 


Ertai, Wizard Adept 

Don't you hate it when people 
interrupt you in your labora- 
tory? I know I do. Arcane 
Laboratory won't let people 
interrupt your game very often 
because while it’s in play, no 
player may play more than one 
spell per turn. The benefits of 
this are obvious. If your oppo- 
nent can play only one spell 
per turn, you only have to 
counter one spell per turn. But 
what if you want to do any- 
thing else? Well, that’s what 
Ertai, Wizard Adept is for. 
With Ertai in play, you can 
counter whichever spell your 
opponent casts during a turn 
and still be able to play one 
card from your hand, since 
Ertai’s ability won't count 
against your one spell per turn 
limit. Plus, if you have Ertai 


on the board when you cast 
Arcane Laboratory, Ertai can 
protect the Lab for the rest of 
that turn while you can’t cast 
any other spells. 


Academy Researchers and 
Zephid’s Embrace 

Academy Researchers may also 
be in your laboratory, and you 
definitely don’t want anyone 
interfering with its work. 
However, the 2/2 Researchers 
allows you to enchant it imme- 
diately when it comes into 
play. Now, creature enchant- 
ments tend to be somewhat 
vulnerable because you lose 
both enchantment and crea- 
ture if your opponent destroys 
the creature. So what better 
enchantment to give the 
Researchers than one that pro- 
tects it from being targeted? 
Zephid’s Embrace is an expen- 
sive spell that provides the 
creature it 
enchants a 
lot for the 


kets +2/42, gains 
pt be the tanger of 
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cost: +2/+2, flying, and protec- 
tion from being targeted by 
spells and abilities. Plus, you 
can add all this to Academy 
Researchers for free, giving you 
a 4/4 creature with flying that 
can't be the target of spells or 
abilities, all for 1 @ @. Your 
opponent will have a difficult 
time getting rid of this combo 
with just one card. 


Return all lands 

to owners’ hy 
The flow of ex 
flooding river 
Tole 


Sunder and Manabond 
See what happens when some- 
one interrupts your delicate 


blows up. I hate it when that 

_ happens. Sunder is a very pow- 
| erful instant. Nicknamed 

| “Boomageddon’” in develop- 

| ment, Sunder returns all lands 


to their owners’ hands. Yes, 
this does mean your lands, too. 
So what do you do with all 
those lands in your hand? 
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Well, if you have Manabond 
from the Exodus expansion 
already in play, you can just 
put all your lands back into 
play during your discard 
phase. Unfortunately, you do 
have to discard the rest of the 
cards in your hand, but if you 
time it right you'll be able to 
rebuild faster than your oppo- 


nent can. 


| Hidden Stag and 

R Armageddon 

m Of course, the kingpin of land 
destruction will always be 
Armageddon. This Fifth Edi- 


tion sorcery destroys all lands 


in play without prejudice 
(your lands as well as all your 
opponents’). Again, you need 
some way to ensure you can 
rebuild quicker than your 
opponents can. Hidden Stag 
is a green “sleeping” enchant- 


ment from Urza’s Saga that 
wakes up to become a 3/2 
Beast whenever one 


$6. 


of your opponents 
plays a land. Hid- 
den Stag is great if 
you can play it early, 
but it’s also a strong 
@ play right before an 
i Armageddon, since 
your opponent will be 
forced to awaken it if 
he or she wants to be 
able to play any spells. 
Plus, if you are also using 
Wrath of God in your 
deck, you can turn Hidden 
ps Stag back into an enchant- 
ment by playing a land 
before wrathfully destroying 
all the creatures on the 
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board. So if you play a land, 
cast Wrath of God, and 
then follow up with 
an Armageddon, 
your Hidden Stag will 
be the only creature 
standing after the 
smoke clears. 


Planar Birth and 
Pegasus Stampede 
There are, of course, other 
ways to use lands in this glori- 
ous game. You could sacrifice 
lands as the buyback cost of a 
couple of fairly good Exodus 
cards, enabling you to reuse 
their effects as long as you 
had land on the board. For 
example, Pegasus Stampede is 
a white sorcery that puts a 
Pegasus token into play for 

1 *. You can buy the sorcery 
back by sacrificing a land, and 
create a horde of flying 
horses—but you'll have no 
land left. Now, along comes 
Planar Birth in Urza’s Saga. 
This white sorcery puts all 
basic lands from all graveyards 


+a COla 
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their own- 
ers’ control, 
tapped. So, 
when you 
get low on 
land from making Pegasuses, 
cast Planar Birth to bring 
back all your sacrificed lands 
and continue the process. 
Another card that benefits 
from this trick is Constant 
Mists from the Stronghold 
expansion, which is a Fog 
you can buy back by sacri- 
ficing a land. 


Priest of Gix, 
Recurring Night- 
mare, and 

Great Whale 

To have even more fun 
with land, look at Priest 
of Gix and Great Whale. 


Priest of Gix costs 2 @ to 
play but adds @@@ to your 
mana pool when it comes 
into play. Great Whale is a 
5/5 creature that costs 5 6 @ 
to play but lets you untap up 
to seven lands when it comes 
into play. Here’s where the 
fun starts. With a Great 
Whale in your graveyard, tap 
all your lands and play Priest 
of Gix, leaving the extra 
mana floating in your pool. 
Use the mana you get from 
the Priest to cast Recurring 
Nightmare from Exodus, 


which allows you to sacrifice 


creature to 
bring another creature 
into play from your graveyard 
(returning Recurring Night- 
mare to your hand). Sacrifice 
the Priest to bring Great 
Whale into play and untap 
all your lands (up to seven). 
Now you can tap your lands 
to play Recurring Nightmare 
again (leaving all the extra 
mana in your pool), sacrifice 
the Whale to bring the 
Priest back into play and use 
the mana you get to play 
Recurring Nightmare again. 
Now, just start over. Every 
time you play this little trick, 
you end up with more float- 
ing mana. Eventually, you can 
take all that mana and use it 
to cast a really big Drain 
Life. 


“Picks &F Tricks” was written by 
Will McDermott, with contri- 
butions from Mike Elhott and 
Michael Mikaelian 
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MASSIVELY MULTI-PLAYER INTERNET RPG 
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Mastering 
the Masters 


Just how much Magic can you 
master? It all depends on your 
deckbuilding skills, and those 
skills will really be put to the 
test by these three variants on 
traditional sealed-deck play. 


Grand Master 

Grand Master is a tried-and-true for- 
mat that simply pares down just how 
many cards a player uses in the sealed- 
deck environment. Each player builds a 
deck from one starter deck...and that’s 
it. On occasion, players are allowed to 
add up to five basic lands to their fin- 
ished decks (and decks must have at 
least forty cards in them), but Magic 
purists will opt for no additions at all. 
This leads to most decks being four- 
color (and sometimes even five-color). 
Players set aside any unused cards for 
their sideboards. 

After a match, the winner acquires all 
the loser’s cards and is now ready to 
rebuild his or her deck before the next 
round begins, using two decks now 
instead of one. A variant of this rule has 
the winner acquiring only the loser’s 
play deck—not the sideboard. This adds 
more challenge to deck construction; 
even if you lose, you can keep powerful 
rares as long they’re not in your play 
deck. But how do you build, knowing 
that you're more likely to lose if you 
don’t play with those rares? 


Mini-Master 

Mini-Master is a popular offshoot of 
this format—and it still nets you your 
opponent’s cards to boot (maybe Mini- 
Master is popular Jecause it nets you 
those cards!). With this variation, each 
player builds a deck out of one and only 
one pack, adding as many lands as 
needed to create a viable deck (though 
even a lot of land can’t save some boost- 
ers from annihilation). You have to play 
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with every card, which guarantees you a 
five-color deck in the first round. You'll 


need quite a bit of land to make the 
most of your fifteen cards, so thirty- 
card decks are routine. After the first 
round, you get all of your opponent’s 
cards to add to yours, and beginning in 
the second round, you have to play with 
at least 40 cards. Once you've rebuilt 
your deck, the cards you don't use 
become your sideboard, and the rules 
for acquiring the loser’s cards then par- 
allel those in the Grand Master format 
described above. 


Mini-Mini-Master 

And finally, Mini-Mini-Master is an 
offshoot of the offshoot. Each player 
receives three booster packs to begin 
deck construction and, from those three 
packs, builds three different decks. Each 
deck must contain exactly fifteen cards 
(so every card in a player’s three boost- 
ers gets used). As with the traditional 
Mini-Master format, you may add as 
many lands to each of your three decks 


as you feel they need to 
make them work. 

Once these three decks 
are built, you and your 
opponent square off, play- 
ing three matches, one with 
each deck; best two-out-of- 
three matches wins. So, let’s 
say you play a three-game 
match with your deck A 
against your opponent’s 
deck A; you win. Now you 
play a three-game match 
with your deck B against 
your opponent’s deck B; 
your opponent wins. 
Finally, the showdown 
match (deck C against deck 
C) ends in your favor, and 
since you took two of the 
three matches, you win, and 
you advance to the next 
round of play. The decks you built will 
be the decks you use against future 
opponents—in Mini-Mini-Master, you 
win your opponent’s cards after he or 
she is defeated, but you don’t add those 
cards to your play decks. 

Unlike the other two formats, during 
Mini-Mini-Master deck construction, 
it’s likely that you'll end up with 
“stranded” cards —that is, a blue card 
will find its home in a primarily 
red/green deck. A few islands will solve 
this problem, or you can simply elect to 
live with it; the rules permit it, and the 
stronger cards of a given color will end 
up in the decks that strongly support 
that color anyway. 

As with all sealed-deck formats, the 
most fundamental pitfall is in the addi- 
tion of lands. When playing Mini-Mas- 
ter or Mini-Mini-Master, be sure you 
have a healthy number of land cards (40 
percent to 50 percent) in your deck, or 
you ll find yourself unable to play some 
of your cards. And that never looks very 
masterful, does it? 
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PrRiceED SO Low, 


arine biologist Jack Ellway IT’S FRIGHTENING! 
(Adam Baldwin) and his son are drawn BT] 93 
to an obscure Polynesian island to study the OR LESS 


effects of recent seismic activity on the area’s marine 
life. But a string of mysterious drownings turns their research 

project into a beachfront catastrophe as Jack discovers that a nearby underwater 
trench is home to a family of giant reptiles. A 2-foot-long baby creature has already 
made its way onto the shore, so Mom and Dad can’t be far behind... 


me NOW AVAILABLE ON VIDEO jy 
| ia 
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IT’S BIG, 


IT’S BAD, 
AND IT'S 


REALLY 


Sn) 


by] Alan Comer and Erik Lauer 


This month’s clinic patient is a red/black speed deck from Tyson 
Dempewolf. Tyson says his deck does well until about turn six, 
when his opponents start to mount comebacks—“and it really 
gets on my nerves when that happens.” This month’s specialists, 
deckbuilding innovators Alan Comer and Erik Lauer, get out 
their scalpels to give Tyson’s deck a longer lease on life. 

If you'd like us to consider your deck for “Deck Clinic,” just 
send a list of what’s in your deck along with a brief description 
of its ailment to: Deck Clinic, c/o The Duelist, P.O. Box 707, Ren- 
ton, WA 98057, or to <duelist@wizards.com>. 


ALAN 
he job at hand: increase 
this deck’s staying 
power without dramati- 
cally increasing the 
financial cost. This task 
is interesting because staying 
power and aggressiveness are 
often mutually exclusive in 
Magic decks. Weenie decks, 
like this one, usually give up 
on winning a prolonged game 
to provide extra aggression 
early—hoping they’ ll over- 
come the late-game handicap 
by killing their opponent 
before it matters. 

Shadows everywhere. My 
diagnosis starts with Wall of 
Razors. Having only 1 tough- 
ness, its life expectancy is not 
great enough to warrant a spot 
in the deck—there are simply 
too many Fireslingers and 
Mogg Fanatics around. I also 
removed the two Raging 
Goblins, as red is the deck’s 
secondary color, and a one- 
casting-cost card really needs 
to be in the primary color. 


At this point, three Scalding 


Salamanders are the only crea- 
tures without shadow. I plan 
on concentrating all the 
deck’s resources on get- ¢ 
ting the creatures with "9 
shadow through. Unless 
the opponent also has} 
creatures with shadow, 
the Salamanders will 
only kill small creatures 
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and probably won't inflict 
much damage, so I'll remove 
them. There are better crea- 
tures with shadow, so I gave 
Dauthi Ghoul the axe too. 
Because the deck already 
has four Dauthi Warlords 
(whose usefulness increases 
with every creature with 
shadow), the more creatures 
with shadow in the deck, the 
better. I find the four other 
most useful black shadows to 
be Dauthi Slayer, Dauthi 
Horror, Dauthi Marauder, and 
Dauthi Mercenary. Bringing 
the total to four of each 
cleanly replaces the cards I 


removed. 
Spelling counts, Next I 


2 Dark Banishing 
2 Dark Ritual 


analyzed the spells. Sonic 
Burst is a fine spell but 
extremely aggressive, dramati- 
cally reducing the staying 
power of the deck by making 
you discard a card. Incinerate 
is an excellent replacement 
without Sonic Burst’s draw- 
back. I also removed all four 
Scare Tactics. In order to use 
this card effectively, you must 
attack with many creatures 
who wont get blocked or who 
need 1 more damage to kill 
their blockers. Since this 
deck’s creatures will be 
blocked only by shadows, 
killing blockers is not a con- 
sideration. Unholy Strength 
will do a better job. 

Finally, I removed Dark 
Banishing. Usually, this spell is 
hard to complain about, but 
the best use for it here would 
be to kill opposing creatures 
with shadow. Only three col- 
ors have creatures with 
shadow, and the blue ones are 
rarely used, so the limitation 
that you can only target non- 
black creatures concerns me. 

To replace the spells I 
removed, I added three more 
Incinerates, four Unholy 
Strengths, and two Ashes to 
Ashes. Ashes to Ashes allows 


| Incinerate 

4 Maniacal Rage 

2 Raging Goblin 

I Relentless Assault 

3 Scalding Salamander 
4 Sonic Burst 

| Wall of Razors 


9 Mountain 
13 Swamp 


(i) (=> 


me to target black creatures 
and also removes two creatures 
for one card. The loss of 5 life 
should not be terribly impor- 
tant because this is an offen- 
sive deck. In addition, 
removing creatures from the 
game can be beneficial against 
certain decks. 

The last card I added is a 
solitary Fling. The deck has 
eight creature enchantments 
plus four pumpable creatures, 
so the damage here can be 
considerable. However, you 
must use Fling with care, 
because if you fail to kill your 
opponent, it might come back 
to haunt you. 

How much land? I believe 
in including a lot fewer lands 
than most pros. For this deck, 
with no one-casting-cost crea- 
tures, four Dark Rituals are 
imperative for a good start, 
even though this pushes it 
toward aggression and away 
from longevity. This leaves me 
with 20 slots for land. Nor- 
mally I would use 18, but I 
have to worry about two col- 
ors. One of the important 
parameters for the clinic was 
to keep financial costs under 
control. To emphasize the 
importance of mana supply, I 
held off on expensive cards 
before, knowing I would need 
them here. 

The deck now has only ten 
red cards, so we'll focus on 
black mana first. My general 
guideline is that you need at 
least eight sources for any 
color. While this isn’t always 
true, it’s reasonable for this 
deck. I included 12 swamps— 
the maximum without going 
below eight red sources. 

I then added Undiscovered 
Paradise, Sulfurous Springs, 
and Cinder Marsh. When you 
have to deal with penalties 
from your land, variety 
is good—you can 
choose which one 


will affect you least. 
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Normally I wouldn't use Cinder Marsh, 
but it’s easy to acquire. This leaves us with 
five mountains. Feel free to replace moun- 
tains and/or the Cinder Marsh with as 
many Sulfurous Springs as you own. 

The final deck is still more aggressive 
than durable. For those who wish to 
weather opponents’ attacks rather 
than merely outracing them, try this: 
Remove two Ashes to Ashes and two 
Dark Rituals and replace them with 
four Walls of Souls. 


hen building an aggressive 
deck, it is very important to use 


as few colors as possible. Some- 
times the number of colors 
simply cannot be trimmed (in a 
red/white deck, for example, white may 
really be needed for Disenchant). How- 
ever, in this deck I think red—used for 
direct damage, creature enchantment, 
and a few creatures—simply isn’t neces- 
sary. In a mono-black deck, Cursed 
Scrolls can replace the direct damage, 
and Drain Life will suffice if more is 
needed. Bad Moon is an excellent way 
of enhancing creatures, as is Unholy 
Strength. 

An aggressive deck tends to have less 
land than a slower deck, so it’s harder to 
fit multiple colors into the mana supply. 
When playing a very active deck, I gen- 
erally want to empty my hand in the first 
few turns—impossible if I’m missing a 
color. Also, playing only one color makes 
it easier to play Wasteland—one way to 
keep a slower deck from fighting back. 

Out of the blocks. Consider the very 
start of a game. You might use Dark Rit- 
ual to play a Carnophage and a Dauthi 
Slayer, while your opponent’s first spell is 
a Wall of Blossoms. But if you waste 
your opponent's first land, your creatures 
hit for an extra 4 damage first—and you 
have the opportunity to play another 
creature! 

Notice that this plan relies on getting 
a very consistent, early creature rush. For 
that reason, this deck is loaded with one- 
and two-mana creatures, all of which 
have a power of 2. Because every creature 
does significant damage, holding even 
one creature back in your hand allows 
you to puta threat out after the board is 
swept. Keep in mind that every creature 


in a speedy deck should 
be put in with the 
goal of keeping the 
pressure on your 
opponent. A Wall 
is an efficient 
blocker, but a Black 
Knight is usually good 
enough—and more 
valuable on offense. 
Sometimes an opponent 
who kills each creature one 
by one can thwart an early 
creature rush. This threat- 
ens a speedy black deck using 
Dark Rituals; you invest an extra 
card to summon your creatures 
fast to put extra pressure on your 
opponent, but your creatures are 


(40 
4 Bad Moon 

4 Black Knight 

4 Carnophage 

4 Cursed Scroll 
4 Dark Ritual 

4 Dauthi Horror 
4 Dauthi Slayer 
4 Knight of Stromgald 
2 Oath of Ghouls 
2 Paralyze 

4 Sarcomancy 


2 Ashes to Ashes 

4 Dark Ritual 

4 Dauthi Horror 

4 Dauthi Marauder 
4 Dauthi Mercenary 
4 Dauthi Slayer 

4 Dauthi Warlord 

4 Unholy Strength 


slain as fast as they are presented. 
Oath of Ghouls provides a 
recourse; if all your creatures are 
dying, an Oath lets you recover 
one every turn. Soon your oppo- 
nent should run out of ways to kill 
your creatures, and your assault 
can continue. Between Oath of 
Ghouls and Cursed Scroll, you 
should have some way of continu- 
ing to do damage to your oppo- 
nent after you reach the midgame. 
Making it last. For better 
midgame prospects, avoid too 


| Fling” LAN 
4 Incinerate 
4 Maniacal Rage 


| Relentless Assault 


DS (20) | 
16 Swamp 
4 Wasteland 


LANDS a 
| Cinder Marsh ‘ 
5 Mountain 
12 Swamp 

| Sulfurous Springs 

| Undiscovered Paradise 


ee 


many one-shot cards. For exam- 


ple, Scare Tactics is a fast way of 


boosting your creatures, but 
at the end of the turn you're 
down a card. When your 
hand empties out, the clock 
is really ticking. If your opponent 
can sweep away your crea- 
tures with a Wrath of 
God, you have only one 


resource to fight back: the 
top card of your deck. 
With more permanent 
sources of damage, you 
can hold back a little while still hitting 
hard. Cursed Scroll will keep dealing 2 


points of damage per turn, even after 


just slows down a creature, while Dark 


Banishing removes it. However, Paralyze 


costs two mana less, and mana use is cru- 
cial in a fast deck. The two mana saved 
may let you play another creature that 


your creatures are killed. Of course 
Cursed Scroll is even better when facing 
another weenie creature deck; after you 


turn, and Paralyze works against black 


creatures. Paralyze also works better with 
Oath of Ghouls; better to hobble a crea- 
ture than send it to the graveyard, where 
it might come back! 


empty your hand, you can kill one of 


their weenies every turn! 
On the surface, Paralyze seems much 


weaker than Dark Banishing. Paralyze 
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“Sleeping” enchantments 

Do sleeping enchantments still count as 
enchantments once they have turned into 
creatures? 

No. Effects that change the type of a perma- 
nent replace the old type with the new one 
unless the effect says that it still counts as the 
other type. This is a change from previous 
Magic sets, in which the old permanent type 
persisted unless otherwise specified. 


Cycling 

Can | counter cycling with interrupts that 
counter spells? 

No. Cycling is an ability, not a spell. 


Echo 

What happens if | play Binding Grasp, the 
ability of Legacy’s Allure, and so on to steal 
an opponent’s creature with echo? 

The echo cost must be paid the first turn 
after you gain control of the creature, so you 
must either pay the cost at that time or sacri- 


fice the creature. 


CARD-SPECIFIC 


f 


Arcane Laboratory 

Can this stop mana source spells from 
being played? 

No spells or abilities can stop mana 
source spells. However, if a mana source 
spell is played first, no other spells (other 
than mana sources) may be played that 
same turn. 


Blanchwood Armor 

Does the +X/+X bonus “lock in” when | 
play the enchantment? 

No. The bonus continually changes to 
reflect the number of forests you currently 
control. 


Carpet of Flowers 

Can I use this ability more than once a 
turn? 

No. It is a phase ability, so you can use it 
only once during each of your main 


phases. 


Is this ability played as a mana source? 
No. Phase abilities follow the rules for 
instants. 


Chimeric Staff 

Can | keep “pumping” the Chimeric Staff? 

Say | pay 3 to make it a 3/3 creature; if | 

later pay 2 more, will it be a 5/5? 

No. Each time you play Chimeric Staff’s 

ability, this resets its power and 
toughness. If you paid 2 to play the 

ability when it was already a 3/3 
creature, you'd turn it into a 2/2 

creature. 


Confiscate 
If | control a local enchantment 
(like an enchant creature) 
with this spell, can | choose a 
new 
target for it? 
No. The permanent’s tar- 
get, if it has one, stays the 
same, 


What happens if | take 
control of a permanent 

that targets me and says 
“target opponent”? 

If the permanent targets you (such as 
Black Vise) then it continues to affect 
you; the target was locked in on casting, 
and it doesn’t matter whether you're still 


an opponent. (In the same way, “destroy 
that creature at end of turn’ effects still 
work even if the permanent stops being a 
creature before then.) If an ability of the 
permanent targets an opponent, then the 
permanent’s controller chooses a new 
target each time the ability is played. 


Curfew 

Who chooses what creature to 
unsummon first? 

The active player chooses first. 


Energy Field 

What happens if the card doesn’t stay 

in the graveyard (like a spell discarded 
while Necropotence is in play)? 

Energy Field is still sacrificed, even if the 
card that goes to the graveyard doesn’t stay 
there. 


Fog Bank 

What happens when Fog Bank blocks a 
creature with trample? 

All the damage will be applied to the 
defending player, since none can be dealt 
to Fog Bank. 


Humble 

Do counters on the creature still apply? 
The same rulings as for Humility apply to 
this card. Counters on the enchanted crea- 
ture that change its power and/or tough- 
ness won't have any effect. Other counters 
may (for example, magnet counters). 


Do enchantments and other abilities 
played on the creature before Humble still 
apply once Humble is played? 
Enchantments that just modify power 
and/or toughness, or that use the word 
“gain” when describing what happens to 
the creature, won't have any further effect. 
Other enchantments do, such as Pacifism. 


Can you play spells and abilities later to 
increase the creature’s power and/or 
toughness? 

Yes. As always, all spells and abilities 
played after Humble will adjust the crea- 
ture’s 0/1 power and toughness. However, 
counters that alter power and toughness 
will have no effect. 


Intrepid Hero 

If | cast Shrink or another such instant to 
reduce the power of a creature in 
response to my opponent playing Intrepid 
Hero’s ability, does it save my creature? 
Yes, the creature’s power is checked when 
Intrepid Hero’s effect resolves. If the crea- 
ture’s power drops below 4 before resolu- 
tion, the effect fails. 
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Lifeline 

For the creature to return to play, does 
there have to be a creature still in play at 
the end of the turn? 

No. There needs to be another creature 
in play only when the creature was put 
to the graveyard, triggering Lifeline’s 
ability. Once triggered, the effect will 
resolve at the appropriate time (the end 
of the turn), even if there aren't any 
creatures in play. 


If Lifeline is removed from play before the 
end of the turn, does the creature still 
come back? 

Yes. The effect is locked in once the ability 
has triggered. 


Lingering Mirage 

When Lingering Mirage turns a land into 
island, what can the land do? 

It loses all previous abilities and gains the 
ability to be tapped for blue mana, just like 
any other island. 


Lurking Evil 

Can | “wake up” Lurking Evil if | have 
no life or am at negative life? 

Yes. In that case, you simply pay 0 life 
to play the enchantment’s ability. 


Metrognome 

If Metrognome is destroyed or sacrificed, do 
I get the Gnome tokens? 

No. The tokens are granted only if Metro- 
gnome is discarded from your hand. Once 
the card is in play, that ability does nothing. 


Monk Idealist 

Can | play Monk Idealist if there are no 
enchantments in my graveyard? 

Yes. If there are no enchantments in your 
graveyard, you simply ignore the ability. 


Monk Realist 

Can | play Monk Realist if there are no 
enchantments in play? Do | have to destroy 
an enchantment? 

You must destroy an enchantment if there is 
one in play. If there are none, you simply 
ignore the ability. 


Opal Acrolith, Opal 
Archangel, Opal Cary- 
atid, Opal Titan, Opal 
Gargoyle 

Can I target an Opal enchant- 
ment with Cloudchaser Eagle’s or 
Monk Realist’s coming-into-play ability? 
No. When the creature becomes success- 
fully cast, the Opal card “wakes up” and 
becomes a creature, so it’s no longer a 
valid target. 


Oppression 

What if a player casts a spell when he or 
she doesn’t have any more cards in hand? 
The ability of Oppression is ignored. 


Pariah 

Can | play this enchantment on my oppo- 
nent’s creature? 

Yes, and “you” still refers to the controller of 
the enchantment, not the creature. 


Power Taint 

Who does what when, exactly? 

Power Taint is played on another 
enchantment, usually an opponent’s. 
During the upkeep of the other enchant- 
ment’s controller, that player must pay 2 
or lose 2 life. The player can choose to 
pay the mana cost at any time during 
upkeep, however. 


Presence of the Master 

Does this counter enchantments that 
come into play from Show and Tell? 

No. Those enchantments are not cast and 
therefore cannot be countered. 


Purging Scythe 

Can | use Purging Scythe to destroy all 
creatures in play by playing its ability over 
and over? 

No. This is a phase ability, so it can be used 
only once during each of your upkeep 
phases. 


Rain of Salt 

Can | destroy fewer than two lands? 

No. You must choose exactly two lands. 
You may choose a land you control, if you 
like. In fact, you must if you can’t satisfy 
the requirement with opponents’ lands. 


Rewind 
When do the lands untap? 
They untap when the spell resolves. 


Serra Avatar 
Do Serra Avatar’s power and toughness 
change when my life total changes or 
are they set when the creature comes 
into play? 
Its power and toughness continually 
change to reflect the current life 
total of its controller. Likewise, the 
toughness of Treefolk Seedling 
continually changes to reflect the 
number of forests its controller 
currently controls. 


Shower of Sparks 

Does there have to be a creature in play 
when | play the spell? 

Yes, you must fulfill all of the spell’s target- 
ing requirements in order to play it. 


Soul Sculptor 

Does the creature targeted by Soul Sculp- 
tor’s ability still count as a creature? 

No. Effects that change the type of a per- 
manent replace the old type with the new 
one unless the effect says that it still counts 
as the other type. This is a change from pre- 
vious Magic sets, in which the old perma- 
nent type persisted unless otherwise 
specified. 


Stern Proctor 

Can you play Stern Proctor if there are no 
artifacts or enchantments in play? 

Yes. If there are no legal targets for the 
Proctor’s ability, simply ignore it. 


Sulfuric Vapors 

If Sulfuric Vapors is in play and | deal 3 
damage with Incinerate to a target, then 
Healing Salve is played to prevent 3 dam- 
age, how much damage is successfully 
dealt? 

The net damage is 1. Sulfuric Vapors adds 
the additional damage before damage- 
prevention abilities are played. A spell or 
ability deals damage when it is played, and 
any relevant effects trigger at that time. 


Tainted A=ther 

What happens when a creature comes into 
play and there are no lands or other crea- 
tures for its controller to sacrifice? 

If there aren’t any lands or other creatures in 
play, the creature’s controller sacrifices the 
creature that just came into play to satisfy 
Tainted Aether’s ability. This works like 
Spined Fluke, which is itself sacrificed if 
there aren't any other creatures in play when 
it comes into play. 


Veil of Birds, Veiled Apparition, 
Veiled Crocodile, Veiled Sentry, 
Veiled Serpent 

Can | Disenchant a Veiled enchantment? 
No. When the spell becomes successfully 
cast, the Veiled enchantment “wakes up” 
and is no longer a valid target for Disen- 
chant. 


War Dance 

What can | do with the +X/+X counters? 
Can a Spike move them around? 

There are no counters once you play the 
enchantment’s ability. The counters on War 
Dance determine the size of the bonus con- 
ferred when the enchantment is sacrificed; 
that bonus lasts until the end of the turn. 
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vengeance will be yours. 


A bold new odyssey of combat and exploration 


In a dazzling 3D world that dwarfs everything 
except your burning hatred, you must master 


tag 


Flv, ., B50 


“3 radically different styles of combat. Along 
3 unique paths. And reap retribution in 32-player ™ 
deathmatches. Immersed in incredible lighting 

and particle fx. You have 3 golden chances to 
make the bastards pay. Treasure them. 


www.dark-vengeance.com 


Available at your local retail store 
Order direct at store.gtinteractive.com or call 1-800-610-GTIS. 
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Theme Weavers highlights decks that are light on strategy 
but heavy on theme. To submit a deck, send a card list 
and a short explanation to “Theme Weavers” c/o 

The Duelist, RO. Box 707, Renton, WA 98057-0707, 


or to <duelist@wizards.com>. Include your name, address 


MADNESS 
ANU ThE 
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and phone number for verification. 


United Nations 


© promote peace you have to be prepared for war, so the “United 
Nations” deck includes ground troops (Icatian Infantry, Lieutenant, 
Phalanx, Scout, and Skirmishers), anti-aircraft defense (Icatian 
Javelineers), and artillery (Heavy Ballista). In addition, air support 

is provided through F-15 (Cloudchaser) Eagles that destroy ground 
targets (enchantments) and F-16 (Duskrider and Freewind) Falcons that 
battle enemy aircraft. General Jarkeld leads the UN military, which is 
often deployed on the plains and deserts of the Middle East. 
But UN troops are supposed to keep the peace! Led by Kofi Annan 
(Orim, Samite Healer), UN Peacekeepers work to bring Peace Talks and 
Justice to the world. Their ultimate goal, of course, is to stop the fighting 
completely (Pacifism and Swords to Plowshares). 
—Mikko Saari (from an idea by Timo Lehto), Jyvaskyla, Finland 


1 Icatian Skirmishers 


4 Cloudchaser Eagle 
2 Duskrider Falcon 
2 Freewind Falcon 


2 Justice 
1 Orim, Samite Healer 
4 Pacifism 


4 Peace Talks 
4 Peacekeeper : 
4 Swords to Plowshares 


1 General Jarkeld 

2 Heavy Ballista 

2 Icatian Infantry 

2 Icatian Javelineers 
2 Icatian Lieutenant 
2 Icatian Phalanx 

I Icatian Scout 


4 Desert 
16 Plains 


The End of the World 


he “End of the World” is a total-destruction black deck ready to 
annihilate everything out there! With all the Abominations of 
humanity, the Apocalypse Chime tells of the Hidden Horror: 
Doomsday! The Adarkar Wastes, Badlands, Cursed Land, and For- 
saken Wastes describe the aftermath of Nature’s Ruin. Everyone can tell 
it’s coming—the Haunting Misery, Hand of Death, and Glyph of Doom 
remind us all of our fate. And after it’s all over, there will be a Funeral 
March for the Wall of Corpses. A Wall of Tombstones completes the 
ceremony. There’s a splash of red and a smear of white to embellish the 
—Haystack13@aol.com 


THE FIRST MYSTERY 
MINI-SERIES MADE 


chaotic theme as well. 


BLACK (3¢ 2 Hidden Horror IFACTS (2) FOR = 1 =a = 7 
2 Abomination 2 Horror of Horrors 2 Apocalypse Chime ; THE NTERNET 
2 Cursed Land 2 Nature’s Ruin 
2 Darkness 2 Nether Void * i R E E @) N 
2 Doomsday 2 Wall of Corpses j eau Wastes 
jadiands 

2 Forsaken Wastes 2 Wall of Tombstones Giese re W ‘ef * ‘af 0 Al af N EF T 
2 Funeral March a 

4 Plains Dich AS 
2 Gloom 2 Inf 45 PAS 
2 Glyph of Doom Ws bibl 


2 Hand of Death 
2 Haunting Misery 
2 Hellfire 


2 Martyrdom 
2 Martyr’s Cry 
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Featuring: 
¢ All’ your favorite ‘X-Men members,archenemies, and 
other-mhutants! 
e All-new, jall-déadly. X*Mer-fron?the X-Men 35th 
Anniversary extravaganza! 
* Full compatibility with all previous OverPower releases! 
t © First. ALL-NEW card type since Classic OverPower! 
t_¢ All-ew ort-by, Scott Campbell, Dave Johnson, 
Travis)Charest, Bill:Sienkiewicz, and more! 
*.Card design by WildStorm Studios! 


15 cards/pack 36 packs/box 
: Wee 
’ Art depicted frdi mn 5 
NY OverPower, dMiarves 
likenesséO erect. 
y Reserveds ‘OverPo' 


Right Reserved. P oe 
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The 1998 Magic World Championships gathered the best of the best from more 
than thirty countries for a grueling five-day contest of endurance and wits. 
Given the talent involved, skillful plays abounded. So for this issues “Key 
Plays,” Dll focus instead on a few questionable plays that swung what seemed to 


be already decided contests. 


na tense first game of Rath 
Cycle Constructed, it looked 
like Paul Smith of the United 
States was about to put away his 
opponent, Manuel Bevand of 
France. Paul, playing a “Humil- 
ity/Prayer” deck, had his oppo- 
nent’s library down to a scant four 
cards during a lengthy duel. 
Manuel had cast Living Death 
a few turns earlier, remov- 
ing Paul’s Humility 
with Cloudchaser 
Eagle. Orim’s Prayer 
blunted Manuel’s 
attack, however, and 
he was just a turn away 
from being decked by two 
Grindstones. 

Manuel had played Volrath’s 
Stronghold on his previous turn, 
and thinking the game was already 
won, Paul destroyed it with his 
Wasteland, then tapped out to 
Grindstone his opponent twice. 
Manuel had returned a creature to 
his library in response to Waste- 
land, so the Grindstones left him 
with only one card to draw. He 
untapped, crossed his fingers, and 
drew...Living Death! 

In a flourish, Manuel cast the 
sorcery, then sacrificed his army to 
Altar of Dementia, milling Paul for 
about twenty cards and returning 
all his creatures to play upon reso- 
lution. He then sacrificed them 
again and milled Paul for exactly 
enough cards to beat him during 
his next draw phase. Paul was 
holding counters, but he never con- 
sidered the prospect of being 
milled for forty cards in one turn! 

The second key play took place 
during the Sealed-Deck team com- 
petition on the tournament’s fourth 
day. Team France was playing 
Team Finland, and the competition 


was very intense because both 
teams were vying for a Top 2 fin- 
ish. France had already won its first 
three matches, but it needed every 
point it could get. 

The outlook didn’t look good for 
French National Champion Fabien 
Demazeau, whose mono-green 
powerhouse was all but completely 
shut down by Mikko Punakillio’s 
double threat of Deathgrip and 

Circle of Protection: Green. 

Fabien had managed to get 
his opponent down to 14 life 
with a bunch of huge crea- 
tures before the Circle and 

Deathgrip arrived, but time 
was running out and he had no 
immediate way of removing either 
enchantment. Mikko was pretty 
safe, but not wanting a draw, he 
was brainstorming ways to defeat 
Fabien. 

Perhaps it was arrogance. Per- 
haps it was exhaustion from three 
days of competition. But whatever 
it was, the Finn got greedy. When 
Fabien attacked with two Craw 
Giants, a Craw Wurm, and a 
Scaled Wurm, Mikko simply could 
have prevented all the damage with 
his Circle of Protection. 

Instead, he tapped all of his 
mana to cast Broken Visage on the 
Scaled Wurm. He blocked one of 
the Giants with the 7/6 token, 
threw a 1/1 in front of the Craw 
Wurm, and let the other Giant 
through. This seemed risky, and 
Fabien made him pay—with a 
Stampede! This added up to 
exactly 14 damage trampling 
through! 

In Magic, sometimes even when 
you've won the game, you lose. 


Even when he’s lost, Brian Weissman 
of Collectmart.com sometimes WINS. 
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Betcha Didn’t Know... 


Here are some cards that didn’t@nake it to print: Socks of Garfield, Hot Monkey Love, 
Colonel’s Secret Recipe, Squee's Play, Banned in France, Spoon, Disrobing Scepter, Butt Wolf, 
Lotus Roach, Sesame Efreet, Needless Reminder Text, Chicken Choker, Clockwork Doppleganger, 
Henway, HELP I’M TRAPPED IN CARTA MUNDI, Mad Cow, Poke, Lord of Wombats, Gratuitous Babe 
Art, Brother’s War Bonds, Dwarven Kickboxer, Mickey’s Drunk, Pact with the Wastes, CoP:BO, 
Urza’s Chia® Pet, Thallid Shooter, Shoelace, When Chihuahuas Attack, Wall of Cookies, Kobold 
Ninja, Mucusaur, Kjeldoran Outhouse, Bear in the Woods, Dental Thrull, Flavatog, Cereal Killer. 


Among the many fun things 
we snuck into Unglued was a 
secret message hidden in the 
fine print of every card. If 
you put the cards in numeric 
order, the secret message 
reads as follows: 


Wonder why they didn’t make it? 


Socks of Garfield: Original 
name for Spatula of the Ages. 


Hot Monkey Love: A nickname 
for the card Uktabi Orangutan. 


Colonel’s Secret Recipe: | 
wanted to make this card but 
never found the right 
mechanic. 


Squee’s Play: After Squee’s Toy, 
the naming team joked this 
would be Squee’s next card. 


Banned in France: A few years 
ago, some French organizers 
banned cards that depended on 
knowing the top card of your 
library (Sinbad, Petra Sphinx, 
Vexing Arcanix). Whenever I 
make a card involving knowl- 
edge of the top of the library, I 
call it “Banned in France.” 
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Spoon: A parody of Fork com- 
bined with an appreciation of 


The Tick. 


Disrobing Scepter: A card cut 
from the set. See last month’s 
“Extra Pulled” card. 


Butt Wolf: A take-off on the 
infamous urban legend card, 
Throat Wolf. 


Lotus Roach: The cash crop of 
Tolaria. 


Sesame Efreet: What can I say? 
I like puns. 


Needless Reminder Text: 
Another title I was unable to 
design a good card around. 


Chicken Choker: Yet another 
chicken card. 


Clockwork Doppelganger: 

A joke card from the Net. It 

supposedly had the most 

% complex rules of any 

card ever 
created. 


Henway: What's a Henway? 
About eight pounds. 


HELP I’M TRAPPED IN CARTA 
MUNDI: Carta Mundi is where 
most Magic cards are printed. 
Ironically, Ung/ued was not 
printed at Carta Mundi. 


Mad Cow: Original name for 
Krazy Kow. Due to sensitivity 
over mad cow disease we 
changed the name. 


Poke: Original name for Sear- 
ing Touch from Tempest. The 
naming team rejected it as too 
suggestive. 


Lord of Wombats: A funny 
name we came up with. 


Gratuitous Babe Art: Another 
cut card. See last issue’s 
“Chickens, Cows, and 
Clams...Oh My!” article. 
Brothers’ War Bonds: A parody 
of the Brothers’ War novel that 
came out a few months before 


Unglued. 


Dwarven Kickboxer: Goblins 
seem to get the real silly cards. 
This was the dwarves’ chance 
for the silly spotlight. 

Mickey’s Drunk: This is a per 
sonal joke from my childhood. 
It’s an excuse my dad used to 
explain why an Ice Capades 
show was delayed for over two 
hours. 

Pact with the Wastes: A name 
submitted for a Tempest card, 
representing a connection to 
the Lord of the Wastes. It 
was rejected once we said it 


out loud. 


by) Mark Rosewater 


CoP: BO: I’ve been to game 
conventions where this card 
would have been useful. 


Urza’s Chia® Pet: Wouldn't 
a workaholic like Urza be 
influenced by late-night 
commercials? 

Thallid Shooter: A nickname 
for Thorn Thallid from 
Fallen Empires. 


Shoelace: A parody of 
the Laces (Thoughtlace, 
Deathlace). 


When Chihuahuas Attack: 

We liked this image. 

Wall of Cookies: A parody card 
Richard suggested years ago 
(to go with Wall of Ice Cream, 
I imagine). 

Kobold Ninja: Just another 
image that amused us. 
Mucusaur: A name for a card I 
designed that never got made. 
Kjeldoran Outhouse: We came 
up with numerous outhouse 
names while creating the secret 
message. Amazingly, this one 
was the cleverest. 

Bear in the Woods: You know 
the old adage, “Does a bear...” 


” 


Dental Thrull: When we made 
Thrull Surgeon in Exodus, I 


joked that we needed a Thrull 


Dentist. 
Flavatog: The rapping Atog. 


Cereal Killer: | pictured a 
giant box of Raisin Bran with 
a knife; too gruesome for a 


real card. 


JEFF MIRACOLA 


How do you 
survive Family: 
The Gathering? 


Wwites 


Card Corie 


Twitch™—The Quick- 
Reflex Card Game. If 
you blink, you lose in 
this ultra-fast, ultra- 
exciting card game. 


know what that means— 

putting up with the folks and 
“funny” Uncle Seymour. Sure, 
they think the Magic: The Gathering’ 
trading card game is some cute card 
trick, but you can still have a blast 
with them. You just have to know 
which games to bring. All of these 
card games rock, plus they make cool 
gifts. Besides, you get what you always 
; ; y wanted: to give your 
is year, put theyep@ekmaysfunctional. whole family a 


spanking. 


A }% It’s holiday time. Again. You 


For game support, call (800) 324-6496 or visit our 


WIZARDS OF THE COAST, Magic: The Gathering, Guillotine, Twitch, Go Wild!, Pivot, AlphaBlitz, Instinct, and 
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There’s a lot 
more to Magic 
than just mak- 
ing the right plays during 
games. You also have to build 
a good deck. Many people 
copy constructed decks off 
the Internet. However, “Net 
Decks” almost never win 
major tournaments, so Magic 
professionals spend weeks 
and months before a major 
event building dnd tuning 
decks to find one that can 
beat all the knawn and 
expected decks. In this arti- 
cle, I will take o look at a 
classic example of this 


“playtesting” process. 


Bottle Gnomes 


Sacrifice Bottle Gnomes: Gain 3 life. 
“I am reminded of the fable of the silver 
egg. Its owner cracks it open to see what 
jewels it holds, only to discover a simple 
yolk.” 


—Karn, silver golem 
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Like Shooting 
Gnomes in a Bottle 


The Right Play Sometimes Happens 


Before the Duels Begin 


any people dislike mono- 

red beatdown decks because 

such decks are sometimes 

perceived as brainless or 

“cheesy.” But a mono-red 
deck can be good, and players have learned to 
build a mono-red deck and test against it until 
they figure out how to beat it. Then they 
move on in their testing, happy that they can 
beat mono-red. 


THE SETUP 
You are David Price and you are testing Tem- 
pest-only Constructed decks in preparation for 
Pro Tour—Los Angeles. One of the first decks 
you build is a mono-red beatdown deck that is 
similar in design to the deck you used to win 
the Standard portion of the U.S. Nationals the 
previous summer. The deck is designed 
to provide lots of cheap, aggressive red 
creatures for the first few turns and 
rapidly get down to one card in hand so 
you can use Cursed Scroll with 100 per- 
cent efficiency. Of course, this is a fairly 
Obvious strategy and everyone practicing 
for the tournament has built a deck just 
like it. Now the story gets interesting. 
Your mono-red deck does really well 
during playtesting. You talk to some of 
the other pros preparing for Los Angeles 
and discover that their mono-red decks 
also did well in practice until they put 
Bottle Gnomes into their opposing 
decks. A 1/3 artifact creature, Bottle 
Gnomes can block every popular red- 
weenie creature, kill most of them, and still 
survive to block again next turn. Mono-red 
usually needs two cards (a creature and a 
direct-damage spell, for example) to get rid of 
Bottle Gnomes, and often the Gnomes’ con- 
troller still gets to sacrifice it to gain 3 life. Allin 
all, a field where everyone is playing Bottle 


Gnomes is not conducive to the success of the 
mono-red deck you've been testing. 

Now what? You've determined that nearly 
everyone you talk to has discovered Bottle 
Gnomes are really good, so you conclude that 
almost all your potential opponents will have 
Bottle Gnomes either in their main deck or 


sideboard. What do you do? 


AND THE ANSWER IS... 

David Price decided not to rest secure with 
the “knowledge” of how to beat red. Instead, 
he went back to the mono-red deck and tried 
to find a way to change it to survive in an 
environment full of Bottle Gnomes. The 
answer he came up with was surprising: four 
main-deck Giant Strengths! 

Giant Strength has been around since the 
Legends expansion, but had never seen serious 
play in Constructed tournaments. The con- 
sensus among top Magic players was that 
creature enchantments just weren't worth 
playing. If I enchant a creature and my oppo- 
nent has a way to deal with the creature, then 
I lose card advantage. My opponent only uses 
up one of his or her resources (whichever card 
dealt with my enchanted creature), but I lose 
both the creature and the enchantment. 


ENVIRONMENTAL CONCERNS 

I think one of the best aspects of the Con- 
structed block environments is that they 
compel players to reevaluate cards and strate- 
gies. The negative perceptions about creature 
enchantments developed at a time when 
most tournament decks included extremely 
efficient creature-removal spells like Swords 
to Plowshares. No spot removal in Tempest 
even comes close to that quality. The domi- 
nant form of Tempest creature removal is 
direct damage—Kindle, Fireslinger, Mogg 
Fanatic, Evincar’s Justice, and the defining 
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card of the set, Cursed Scroll. 
In an environment where the definitive 
forms of creature removal deal 2 damage, 
Giant Strength starts to sound like a 
decent card. It makes you vulnerable to 
losing card advantage, but it also makes 
the enchanted creature much harder to 
kill. Since your opponent might have to 
use two cards to deal with that creature, 
Giant Strength overcomes the two-for- 
one problem. On top of that, you have 
four Cursed Scrolls in your deck. The 
Scroll encourages you to dump your hand 
and then does damage without expend- 
ing cards, single-handedly distorting 
the common perception of “card  / 
advantage.” Giant Strength sounds 
better and better. \ 


WEIRD CONSPIRACY 

A couple of other weird factors in the 
Tempest-only environment also conspired 
to make Giant Strength tournament- 
viable. Instead of Wrath of God, Tempest 
contains Winds of Rath, which only 
buries nonenchanted creatures. Therefore, 
Giant Strength actually saves your crea- 
tures from the Tempest Wrath of God. 

Legacy’s Allure is the Control Magic 
of Tempest, but its owner is required to 
build up counters before taking control of 
large creatures. Thus Giant Strength can 
“outrace” the Tempest Control Magic and 
make your creatures harder to steal. 

Finally, Tempest includes the very pow- 
erful Humility/Orim’s Prayer combina- 
tion that can make an opponent almost 
immune to creature damage. Almost. 
Humility turns all your critters into 1/1 
creatures and Orim’s Prayer makes it 
impossible to get rid of your opponent 
with 1/1 creatures. However, if you 
enchant a creature with Giant Strength 
after Humility is in play, your creature 
becomes 3/3 and can now deal 2 damage 
per turn despite your opponent’s Orim’s 
Prayer. 

David Price may not have noticed all 
of these factors immediately, but he did 
realize that those deckbuilders who de- 
cided to put Bottle Gnomes into their 
decks and stop worrying about mono- 
red were too hasty. Those players were 


annoyed that mono-red test decks won 
so many practice games and were happy 
to discover an easy way to shut them 
down. They never went back to analyze 
Bottle Gnomes from the perspective of 
the mono-red deck. They never looked 
for a way to update the mono-red deck in 
light of this new knowledge. Price didn’t 
make that mistake and his opponents 
regretted it. 

At some point during his testing, Price 
played a first-turn Jackal Pup and then 


mono-white decks to make the Top 8 
also used creature enchantments. David 
Bachmann played four Hero’s Resolves in 
his white-weenie deck and Andrew Wolf 
chose to play four Spinal Grafts in his 
black-weenie deck. The common wisdom 
about creature enchantments simply did 
not apply to the Témpest-only Con- 
structed environment, and those willing 
to question that “wisdom” prospered. 
When preparing for a major tourna- 
ment, most people put together their 


enchanted it with Giant Strength on turn 
two. Suddenly faced with a 4/3 attacker 
on the second turn, I can just imagine one 
of his Team Deadguy teammates staring 
at a puny 1/3 Bottle Gnomes and won- 
dering, “How is that supposed to help?” 
Once the Pup (or the Fanatic or even the 
Mogg Raider) “goes large,” it can run 
over Bottle Gnomes without blinking. 
Sure the Gnomes blocks for a turn and its 
controller gains 3 life, but Fog and Heal- 
ing Salve aren't exciting cards against 
“Deadguy Red.” 


EPILOGUE 
Because David Price was willing to tune 
his mono-red deck even after others 
thought they had found its weakness, and 
because he was willing to question the 
prejudice against creature enchantments, 
he “discovered” Giant Strength and went 
on to win Pro Tour—Los Angeles. Many 
people played mono-red decks in Los 
Angeles, and three other mono-red decks 
made the Top 8, but it was the “Deadguy 
Red” variant—the only one with four 
Giant Strengths—that emerged victori- 
ous and took home the $25,000 first 
prize. There’s nothing brainless or cheesy 
about that! 

Interestingly, the only mono-black and 
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beatdown decks first. Mono-red decks, 
for example, tend to be fairly easy to build 
and fairly good. The result is that early in 
the playtesting process they tend to win a 
lot. After a lot of tuning, control decks 
and other more complex decks will start 
to win more often while aggressive decks 
will start to lose. Most people stop testing 
at this point. Not David Price. While 
preparing for Pro Tour-L.A., he watched 
the control decks evolve, then went back 
to his original mono-red deck and fixed it 
so it could still win. 

So the next time you're testing for an 
upcoming tournament and you're con- 
vinced you know how to beat a certain 
deck archetype, try looking at it from the 
perspective of someone who likes that 
deck. Make sure you haven't handicapped 
your test decks just so you can beat 
them—and be certain you haven't blindly 
gone along with group wisdom that 
might not be true any longer. 

As always, if you see any interesting 
strategic moments in “Magic time” that 
you think worthy of public analysis, please 
email me at <rebst45@pitt.edu>. & 


No slouch on the circuit last year, Randy 
Buehler placed 16th at Pro Tour—Los Angeles. 
We didn’t ask him if he used Bottle Gnomes. 
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built 


on: Survival of the Fittest 
and Recurring Nightmare. 
ohn Yoo also went unde- 
feated in the Standard por- 
tion of the tournament with 
a “Nightmare Survival” deck, 
and similar decks did very 

ell in the Rath Cycle-only 


portion of the Fourppatent, 


~ Welcome to 


BY BETH “BETHMO” 


~ My Nightmare 


Nightmare Survival Decks Were a Scream at Worlds 


ersions of the “Nightmare Sur- 

vival” deck developed indepen- 

dently in many places. However, 

most U.S. players at Worlds trace 

their decks’ ancestry to the same 

source: Darwin Kastle’s “Living Death” deck 

from U.S. Nationals, which used Survival of 

the Fittest. Players soon added Recurring 

Nightmare to the deck and started exploring 

the power of the combination. As the deck 

evolved, some players even decided Living 
Death wasn’t necessary. 

The basic concept of “Nightmare Survival” is 


; i 
5 W to use Survival of the Fittest over and over 


again to pull selected creatures from 
your library and discard them. You can 
ee, then use Recurring Nightmare and 
sacrifice another creature to put crea- 
5 tures from your graveyard directly into 
sty \. play. Many versions of the deck also 
™ YN contain other ways to move crea- 
“) © \stures in or out of your graveyard. 

¥ Once you have one of these com- 
_ binations going, you can recycle creatures 
4 with comes-into-play abilities to generate 
their effects multiple times, and use 
same Spike Feeder over and over 
mp up your life total. Finally, you 
drop a big creature like Verdant 
e or Spirit of the Night onto the 
e to finish off your opponent. Ver- 
with Living Death also win by 


g a whole army into play at once. 


DPULATING THE GRAVEYARD 

rst, you need a lot of creatures. 
is deck’s main tool for staying 
ve until it gets the combination 
oing is Wall of Blossoms, which 


also combines well with grave- 


—— 
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yard cycling. Start with four of these. Some 
versions include a few Wall of Roots for addi- 
tional defense and extra mana. If you're build- 
ing a multicolored version of the deck, you'll 
want four Birds of Paradise for improved 
mana production. Some versions (especially 
those with Living Death) include several 
Hermit Druids, which improve your mana 
supply and help stock the graveyard with 
creatures. 

The rest of the creatures in the deck will 
come into play from the graveyard more often 
than they’re cast and will be cycled in and out 
of the graveyard multiple times. So, any crea- 
ture with a useful comes-into-play ability is a 
good choice. Favorites are Nekrataal, Uktabi 
Orangutan, Man-o’-War, Cloudchaser Eagle, 
Anarchist, and Cartographer. 

Creatures with abilities that can only be 
used a certain number of times (or that 
require sacrificing the creature) also work 
very well, since recycling the creature resets 
its values. Spike Feeder and Spike Weaver are 
by far the favorites in this category. Other 
popular choices include Shard Phoenix, 
Thrull Surgeon, Orcish Settlers, and Mind- 
less Automaton. 

You'll also want a couple creatures that 
“Timmy, Power Gamer” would love—wal- 
loping big monsters with no drawbacks other 
than extravagant casting costs. Spirit of the 
Night, Archangel, and Verdant Force are the 
traditional choices; two of these are no longer 
playable in Standard, but any huge creature 
will work. Finally, some versions include 
creatures that interact with the graveyard, like 
Lhurgoyf, Revenant, and Coffin Queen. 

Choose the quantity of each creature based 
on how many you want to draw in the early 
game. Later on you'll use Survival of the 
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JEFF LAUBENSTEIN 


The Pro Tour™ season thunders on... 


$150,000 


Pro Tour—-fRome _ 


November 13-15, 1998, 


Grand Hotel: Parco dei Principi 


Are you ready for a rumble? 

Check it out as some of the world’s baddest players clash on the Magic: The Gathering® battlefield for NMICI 
big stakes. While you’re there, meet some of the great artists of our times: Dan Frazier, Paolo Parente, 

Scott Fischer, and Christopher Rush. And get in plenty of action yourself in any one of the side events 

that are open to all. ‘5 (PAHIOUO! 


Complete event schedule, travel, and lodging information available at: (800) 324-6496 or www,wizards.com/ProTour 
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WORLD 
CHAMPIONSHIP 
DECK 


Brian Selden played this 
version of the deck to 
victory in the 1998 World 
Championships. 


‘inten ALURES 


Birds of Paradise 
Cloudchaser Eagle 
Man-o’-War 
Nekrataal 

Orcish Settler 
Thrull Surgeon 
Tradewind Rider 
Spike Feeder 
Spike Weaver 
Spirit of the Night 
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4 Survival of the Fittest 
y LAND 
3 City of Brass 
8 Forest 
1 Gemstone Mine 
2. Karplusan Forest 
2 Reflecting Pool 
| Swamp 
2 Underground River 
2 Undiscovered Paradise 
| Volrath’s Stronghold 
SIDEBOARD 


4 Boil 

2. Dread of Night 
3 Emerald Charm 
| Hall of Gemstone 
| Staunch Defenders 
2. Phyrexian Furnace 
2. Pyroblast 
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Fittest to search your deck for any creature you 
need in any given situation and recycle them from 
your graveyard if they get destroyed. Therefore, 
you don’t need to stock more than one of any spe- 
cialized creature. 

Spike Feeders and Nekrataals are almost always 
good to draw, so most versions include two or 
three of each. Other choices vary. Aim for around 
24 creatures (including Walls and Birds), with 
enough castable creatures that you can operate as 
a creature-horde deck if you don’t get your grave- 
yard recycling going. 


BRINGING OUT YOUR DEAD 

Neither Survival of the Fittest nor Recurring 
Nightmare is useful in multiples. However, most 
versions of the deck use four of each anyway, 
because finding and keeping one of each is vital. 
Decks that also use Living Death sometimes drop 
down to three or occasionally even two Recurring 
Nightmares. Also, some versions include one or 
more Oath of Ghouls for additional graveyard 
recycling. 

Any combination deck benefits from spells that 
can search the library for a needed card, and most 
“Nightmare Survival” decks include a couple— 
either Vampiric Tutor or Scroll Rack. Scroll Rack 
combines well with Survival of the Fittest, since 
Survival will shuffle your library, allowing you to 
see a fresh set of cards every time you use the 
Rack. Vampiric Tutor is more costly and not 
reusable, but is 100 percent reliable. 

If you're building a multicolored deck, you can 
include some cream-of-the-crop spells from other 
colors to flesh out the deck. However, many func- 
tions often filled by off-color spells are covered by 
your creatures. So there’s little need for Disen- 
chant, for example, when you can retrieve Cloud- 
chaser Eagle and Uktabi Orangutan and drop 
them into play whenever you need them. 

One favorite, though, is Firestorm. Firestorm 
fills a triple purpose: it destroys your opponent’s 
creatures, damages your opponent, and allows you 
to drop creatures into your graveyard. Another 
favorite is Lobotomy. Recycling Thrull Surgeons 
can serve much the same function, but one well- 
placed Lobotomy can virtually shut down many 
combination decks, so many players splash in blue 
for Lobotomy. 

Finally, you'll need land. This deck seems to 
work well with 22 to 23 lands. If you're building a 
two-color version, your land choice is fairly easy: 
mostly forests and swamps, with a few lands that 
can produce either color. One or two Volrath’s 
Strongholds also come in handy. Multicolor ver- 
sions have more difficult choices. You'll need to 
dip heavily into non-basic lands to support the 
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deck’s mana requirements. However, the more 
you rely on non-basic lands, the more vulnerable 
you are. 


PLAYING THE DECK 

“Nightmare Survival” can be a tricky deck to play 
as it provides so many choices. With a Survival of 
the Fittest in play and a creature in your hand, you 
may have ten or fifteen reasonable plays to con- 
sider. During the finals of the World Champi- 
onships, the commentators were often surprised 
by Brian Selden’s choices, such as retrieving his 
Verdant Force instead of a Spike Feeder when he 
was within a double-Fireblast of death. But this 
strategy worked. 

When facing an aggressive deck, play defen- 
sively early. Attack if you have a free shot at your 
opponent, but conserve your life and don’t take 
chances. Wall of Blossoms is your favorite card at 
this point. It improves your defense and lets you 
draw another card, bringing you that much closer 
to finding Survival of the Fittest or Recurring 
Nightmare. 

If you can hold out until you get the combina- 
tion, you'll be able to use your creatures to remove 
most of the threats on your opponent’s side and 
recycle Spike Feeders or Staunch Defenders to 
raise your life total out of direct-damage death 
range. At that point, you pretty much own the 
game and can switch to offense. 

Against permission-style decks, it’s unlikely 
youll get your combination into play, and if you 
do, it won't stay there for long. Switch modes and 
play the deck like a simple creature horde. Try to 
get one or two creatures out and just keep attack- 
ing. Your deck has more creature spells than your 
opponent has countermagic, so you can usually 
manage this. Your opponent probably has life- 
gaining effects or ways to start drawing extra 
cards, so it’s a race to deal enough damage before 
he or she can take control of the game. 


A NIGHTMARISH FUTURE 

By the time this column sees print, the Urza’s Saga 
expansion will have pushed the Mirage block out 
of the Standard environment. “Nightmare Sur- 
vival” already does well in Rath Cycle-only tour- 
naments, though, so it should flourish in the 
post-Mirage environment. It will lose a few of its 
best comes-into-play creatures (no more Nekra- 
taals or Uktabi Orangutans), but the basic core of 
the deck is unaffected, and Urza’s Saga provides 
some interesting replacements—like Monk Real- 


ist and Dark Hatchling. ® 


Beth Moursund’s life is like a recurring nightmare; 
she’s forced to face the Magic Rules team every month. 
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= 1a month, there is 


more to the art of Rochester 
“Draft than appears at first 
“glance. This month, we con- 


tinue our investigation with a ven if you follow the six Cardinal 


darker companion to the Rules presented last issue, you may 
still find you have trouble perform- 
previous Cardinal Rules— ing well in a Rochester Draft. As in 
: life, just following the rules won't 
tq Deadly Sins of Rochester keep you out f trouble. You still have to deal 
Draft. with temptation, and temper your actions 
depending on the circumstances and the peo- 
around you. So, if you've ever been guilty 
y of the following cardboard transgres- 
, here is a guide to lead you down the 


of Rochester bliss. 


DLY SIN #1: 

NG YOUR NEIGHBORS MAD 

se everyone can see what cards you 
the way your actions affect other players 
often come back and alter your situation 
in the draft. Your closest neighbors have an 
rmous effect on how your draft ends up, 
so it is generally-wise to maintain decent 
relations with’ those beside you. You will 
find it much easier to get along with\ play- 


ers close to you if you avoid defensively 
drafting cards in their colors when/there 
@ are cards available in your colors. 

Often, choosing a card in a color you 
4 are not using Over.a_ decent card in a 
f.'color you are playing may incite a 

», player nearby to do something lethally 
M stupid, like suddenly switching to one 
Sy of your colors just to spite you. This 
“4 sort of drafting will only improve the 

. chance that you meet your adversary in 
the 0-2 bracket. 
You actually have less than a 25 
percent chance of running 
into a card you allow 
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Four Deadly Sins to Avoid 
on Your Path to Rochester Bliss 


another player to get, and that card can only 
affect one or two of your games. On the other 
hand, the playable card you passed up will be 
absent from your deck every game. Add to 
this the political implications of what clearly 
looks like a vindictive act (“You passed up a 
perfectly good card just to hurt me!”), and 
you can clearly see the illogic of using early 
picks to keep powerful cards out of circula- 
tion. 

No chance you'll play red? Then suck up 
your pride and take Foul Imp over Fanning 
the Flames. You should only begin defensive 
drafting when you are certain you will have 
more than enough playable cards. Of course, 
if there are no cards you can possibly use on 
the table, go ahead and remove the best 
remaining card—politics is only so valuable. 

Corollary: Often giving other players the 
“better” cards is the best plan. If you can 
encourage nearby players to heavily commit 
to colors you are not playing, then you will 
have free range over the colors you have 
selected. You can further apply this tactic by 
attempting to manipulate other players’ col- 
ors. during your_earliest_picks. For instance, if 
the three best cards in a pack are two strong 
black cards and a slightly weaker blue card, 
than the best option may be to duck out of 
the way. Take the blue card and let the other 
players scrap it out over black. 


DEADLY SIN #2: GOING HEAD-TO-HEAD 
WITH THE PLAYER TO YOUR RIGHT 

The player directly to your right will have the 
biggest effect on you throughout the draft, 
because he or she gets to draft right before 
you for two out of thrée packs. This player 
can effectively shut you out of a color, so it is 
not a good idea to choose the same main 
color that player picks, 
\\This doesn’t’ mean 
you “should” be com- 
pletely bound to that 
player. If your upstream 
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player switches to a color in which you 
have already have a heavy commitment, 
you don’t have to switch out of that color. 
However, be aware that this may end up 
being your minor color, so think about 
choosing less color-intensive spells in it. 


DEADLY SIN #3: WASTING PICKS 
DUE TO LACK OF COLOR COMMITMENT 
Like Magic, Rochester Draft involves 
limited resources. Each drafting opportu- 
nity is akin to a draw in a Magic duel. 
This concept is very important to keep in 
mind if you consider straying from your 
colors in the middle of the draft. 

The only cards that count in the draft 
are the cards you actually put into your 
deck. Therefore, if you pick Rolling 
Thunder first and Dark Banishing sec- 


/ots, y 
al If you end up 
any red or white card would have been a 
better\choice. than Dark Banishing, even 
if that card is usually considered to be 
inferior to Dark Banishing. 

_ Try to avoid wasting’ your early picks 
by following these selections with decent 
picks ofthe-same color, even if that 
means taking cards in your colors instead 
of “better cards” in different colors. Com- 
mitting to a main color early also gives 
you the freedom to wait longer before 
choosing your secondary color, enabling 
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Watch Your Pack 


you to jump on an opportunity to draft a 
color nobody else wants later in the draft. 


DEADLY SIN #4: 

DRAFTING A STACK OF CARDS 
INSTEAD OF A DECK 

After practicing draft enough, you begin 
to realize that each color has distinct 
themes that get expressed multiple times 
through different common cards. Plus, 
you learn that you-ean consistently build 
the same decks out of these’themes. Even 
if the cards’ differ, you can build similar 
decks time after time (in a particular 
environment) because many of the com- 
mon cards filhsimilar roles.” 

Eventually, you will fealize that some 
of these decks are especially successful. 
When you come to this realization, you 
can then attempt to discover these suc- 
cessful decks within each environment. 
Then when you sit down at the drafting 
table, you can choose cards that fit within 
the theme and colors of one of these 
decks instead of just collecting a bunch of 
cards. At this point, you will be well on 
your way to mastering the art of drafting. 

Corollary #1: As in Constructed envi- 
ronments, the value of a card in a draft 
may change depending on the deck it’s in 
and the other cards in that deck. As 
described earlier, advanced players focus 
their drafting efforts around specific 
themes because they know that some 
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cards will simply work better in certain 
decks. Thus, during the draft, the value 
you place on a card should depend on the 
type of deck you think you will build. For 
example, a fast, enchantment-heavy, 
red/white deck will be able to use Mania- 
cal Rage to great effect, whereas that 
same card is far less useful in a slower 
red/black deck that has a lot of creature 
removal but not as many creatures. 

Corollary #2: The value of a card also 
depends on supply and demand—how 
much you need that type of card for the 
specific deck you want to build and how 
many more opportunities you will have to 
get another card to fill that role. In addi- 
tion, if you need multiple copies of a spe- 
cific type of card, the value of that type of 
card will vary depending on how close 
you are to getting the number of cards 
you need and how many more chances 
you will have to fill those slots. 

Creatures are a basic example applica- 
ble to all Limited decks, since all decks 
require a certain number of creatures. For 
example, the value of a Grollub in the last 
pack of a Rath Cycle draft will depend on 
how many three-casting cost creatures 
you already have. If you only have six 
creatures at that point, you will look at 
the Grollub with a very different eye than 
a player who has 16 creatures. On the 
other hand, even if you're playing green, 
the Spined Wurm you see in your first 
Stronghold pack is not very valuable 
because you know your deck can only 
support a limited number of five-casting 
cost creatures and there will be plenty of 
other chances. 


THE ROAD TO ROCHESTER 

The Cardinal Rules and Deadly Sins pre- 
sented in these last two issues, while basic 
and occasionally open to debate, should 
provide a firm foundation for solid 
Rochester Draft decks in any environ- 
ment. Of course, to learn the nuances and 
situational values of every card in a spe- 
cific environment, you still need a lot of 
practice and drafting experience. Hope- 
fully, I’ve been able to provide a good road 
map for you to start your journey into a 


world filled with successful draft decks. 6 


Eric Tam lives in Toronto, Canada, where, 
amazingly enough, he doesn't drink beer or 
play hockey. 
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mi ag 
mas ments of this 


series, we covered 
external preparation 
Kdeckbuilding); internal 
preparation (playing 
skills and rules knowl- 
edge); the force of 
speed; momentum, 
positioning, and obfus- 
cation; and tactical 
advantage. Sy now 
you’ve masteted these 
topics, or are|working 
toward mastering them. 
What else remains? 


Today’s topiclis the use 


The Art of Magic: Part Six 


Effectively Gathering 
and Using Intelligence 


un Tzu was a philosopher, a strategist, red/white. The “Stupid Green” deck appeared 
and a thinker whose concern for the out of nowhere at U.S. Nationals because it 
common people infused his writing. was created just before the last Meatgrinder 
But first and foremost, he was a mili- (open qualifier) and players knew what others 
tary commander concerned with win- would be playing. 
ning wars and battles. Sun Tzu’s thoughts on It’s an open secret that Pro Tour players 
military conflict go beyond force and positioning. have resources to draw upon. Many of them 
Interlaced in all his teachings is the need for inze/- belong to well-established teams where they 
ligence. Yo discern tactical advantage, you need share tech and practice together. Virtually all 
more than good preparation and the ability to rea- of them also have information resources to 


son, you need information. draw upon, sources of intelligence not avail- 
able on the Magic Dojo. There are private 
MILITARY INTELLIGENCE email lists through which top deck designers 


Foreknowledge cannot be gotten from ghosts and spirits, share ideas and report on their local 
cannot be had by analogy, cannot be found out by cal-_ metagame. Personal friendships are formed 
culation. It must be obtained from people, people who on the Pro Tour that players draw upon for 
know the conditions of the enemy. information. These sources of information are 
—Sun Tzu, Art of War _ often closely guarded: who told whom what is 

a matter of some delicacy. 

Even if your skills are second to none, and your — How you get your intelligence is entirely up 
deck is an optimized performance machine, you to your own discretion and ability. But you 
still need intelligence. I don’t mean the wattage in _ need it to have any kind of enduring success 
your brain. I mean intelligence as in the Central in tournament Magic. Whether you plan to 
Agency type Intelligence has played a decisive dominate the Pro Tour circuit or merely dom- 
Tole in many Major tournaments. Jon Finkel won inate your card store, the requirement of reli- 
Pro Tour-New York because he knew that David able intelligence always exists. 

Amann Sitting to his right liked to draft 


SPIES LIKE US 

There are five kinds of spy: The local spy, the 
inside spy, the reverse spy, the dead spy, and the 
living spy. When the five kinds of spies are all 
active, no one knows their routes—this 1s called 
organizational genius, and is valuable to the 


leadership. —Sun Tzu, Art of War 


Spying is a touchy subject. Within the con- 
fines of tournament Magic, some things are 
not simply spying but cheating. Scouting your 
next-round opponent is cheating. Getting 
your buddy, the tournament organizer, to pass 
you deck registration sheets in between 
rounds is unethical. Sitting down and asking 
your opponent, “What colors are you play- 
ing?” strikes me as silly and wholly ineffectual. 

Effective intelligence within the context of 
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tournament Magic revolves around peo- 
ple. Perhaps this is why the socially 
impaired are not very successful at this 
game in the long run. The people you 
know, whether from the Internet, school, 
ballet class, or whatever, are your sources of 
information—your spies, in effect. 

Only three of the five spies that Sun 
Tzu describes are relevant to Magic intel- 
ligence: the local spy, the inside spy, and 
the reverse spy. Few people are killed and 
007 doesn’t exist in Magic, the last I 
checked. In addition, you may also need a 
technical advisor. 

The Local Spy. According to Sun Tzu, 
you should hire your local spy from 
among the people of a locality. For most 
players, this is the most relevant source of 
information. Your local store’s metagame 
might be all-beatdown with everyone 
working the beat-’em-quick-or-lose route. 
The store up the block, however, might be 
control heaven with counterspells out- 
numbering creatures by three to one. A 
friend who plays at that store could tell 
you not to bother with four Wrath of 
Gods. This is effective local intelligence. 

Are you going to a Pro Tour Qualifier 
in the next state? When you prepare, as 
outlined in Part One (Duelist #22), you 
need to gather information on the 
metagame in that state. Call a friend, 
email someone, or at least track down 
some tournament reports on the Dojo. 
Once you get there, make friends so you 
can get some insight into what to play the 
next time youre in that state. Information 
on the local metagame may dramatically 
affect your deck design, your play style, 
and ultimately, your success or failure. 

The Inside Spy. This spy is important 
when you are concerned about specific 
individuals. In a given tournament scene, 
a number of players consistently perform 
well. If you can find out what these top 
performers are playing or how they like to 
draft, that intelligence can be an enor- 
mous advantage. I have often reserved 
slots in my sideboard for specific players I 
expected to see at a tournament. Is 
Prison-Boy coming? I guess I'll put in 
these three Energy Fluxes. Oh, it’s Mr. 
Suicide Black walking through the 


door—where are my Light of Days? 
Such “inside” information is much 


more difficult to obtain, but not impossi- 
ble. The key lies in how people perceive 
you as a player and as a person. I have 
found Magic players are generally very 
generous. Being a pleasant and decent 
human being goes a long way toward get- 
ting people to trust you. However, you 
also need to be fair and not try to take 
advantage of someone's trust. If you are 
given information, you should expect to 
give it as well. Asking people to show you 
their sideboard while keeping yours a 
closely guarded secret won't open chan- 
nels of communication. 

The Reverse Spy. Reverse spies are 
rarely used in Magic. Essentially, you 
want your opponents to get false informa- 
tion, so you allow potential opponents and 
their informants to scout you at the wrong 
time. For example, suppose you've decided 
to play a mono-blue control deck at the 
next big tournament. However, one player 
always scouts your playtesting sessions to 
see what you're playing so he can prepare 
his deck against your deck. You can pro- 
vide some false intelligence by playing 
white weenie at a local event that you 
know he will attend. You can also spend a 
lot of time talking about white weenie 
sideboards and decks your white weenie 
can't handle easily. 

The Technical Advisor. In addition to 
spies, you need advisors—deckbuilders or 
players who are at least your equal in skill 
and technique, if not better. Whether you 
meet them on the Internet or at a tourna- 
ment, these advisors are ultimately your 
most important sources of information. 
They share with you their latest designs, 
latest tech, and ideas about the game. They 
help you adapt to a new environment as 
cards rotate in and out. They teach you, 
warn you of possible pitfalls, and generally 
help your game. Every successful Magic 
player has at least one technical advisor. If 
you don't have someone to advise you, I 
recommend you find one soon. 


IS THIS THE END? 
One cannot use spies without sagacity and 
knowledge, one cannot use spies without 


humanity and justice, one cannot get the truth 
from spies without subtlety. This is a very del- 
icate matter indeed. —Sun Tzu, Art of War 


In the end, the effective gathering and 
use of intelligence depends~entirely on 
you, not because effective intelligence will 
help you be a better player but because 
you must first become a better person to 
gather intelligence effectively. 

Many people have told me that they 
hate how competitive Magic has become. 
They go to tournaments and play unpleas- 
ant individuals who cheat, accuse them of 
cheating, or play like they're in the finals of 
the World Championships. “It’s just a 
game!” they cry indignantly. They are right. 

They are wrong, too. For those sad play- 
ers who view winning as more important 
than being a decent human being, it can 
never be anything more than just a 
game—no matter how seriously they take 
it. However, for those players who see 
Magic as a sport—an intellectual endeavor 
that demands discipline, dedication, and 
desire—it can be a challenging, fun, and 
growing experience. 

Through this sport, I’ve learned a lot 
about people, about getting along with 
people, and about myself as a competitor 
and a person. I consider it a great privilege 
to write Magic articles; to share what little 
I know with others who also seek mastery 
of this game. 

In the end, the most important lesson 
from Sun Tzu is this: War is a social 
endeavor, not an individual fight. No mat- 
ter how powerful, generals who cannot 
their their 
troops, prepare their supplies, and gather 


control armies, motivate 
effective intelligence can do nothing but 
lose. Competitive Magic is like war in 
that sense as well. It is a social endeavor, 
not an individual one. Even if you master 
the concepts presented in the first five 
installments and become one of the best 
players in the world, if you don’t master 
this principle, the rest is meaningless. ® 


Robert S. Hahn recently left The Duelist to 
return to the sport he loves to play and write 
about—Magic: The Gathering. We wish 
him the best of luck. 
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izards of the Coast will 
soon publish What Were 
You Thinking?, a party 
game in the style of 
Trivial Pursuit and Pic- 
tionary. This is a first for the company 
and my first published party game as well. 


aa 


In WWY pone player reads a question 
that all players must answer. You get one 
point for each person Who wrote down 
the same answer you did. If\you are asked 
to give more than one answer, you score 
€ach answer separately and then add 
them together, After all| answers are 
scored, the person with the |fewest points 
gets a penalty card. When 4 player accu- 
mulates eight penalty card, that player 
loses and the game is over. | 

Game questions range from personal 
queties or dilemmas to fact-based ques- 
tions. Sometimes you are asked to list a 
number Of items from a particular cate- 
gory. Regardless of the question, the only 
measure Of right or wrong is how many 
people in your group wrote your answer. 
You get no credit for knowing the Nile is 


_ the longest rivet in the world; if everyone 


else answers ‘the Amazon,” you lose. You 
: Mi 


‘can also laugh at the person who didn’t 


put “tomato” on a list of five vegetables 
because it’s technically a fruit. 

If you want a little taste of WWYT, try 
the following questions with your friends. 
I’ve even provided my answers (below) so 
you can see whether you get more points 
than I do. You have an advantage, of 
course—you know your friends. But I’ve 
played a lot, so that may make up for 
it! Remember, the objective is to 
match the other players. 


1) List four planets. 

2) List five black-and- 
white films. 

3) What animal has the 
longest lifespan? 


In one playtest session, a 
group with a wide variety of 
ages was asked to list five rap 
” stars. Delighted younger players 
|dove into their lists. Clueless older 


players did the best they could. The best 


they, could do was pretty good. They all 
chose Frank Sinatra, figuring he was a 
singer everyone knew, so Frank became a 
top-scoring rapper. The kid who knew 
the most about rap music lost. In 
WWYT it’s actually dangerous to know 
too much. 

As you can see, the objective of 
WWYT is to match the group—not to 
find the truth—so the game reveals a lot 
about your playgroup. Since the pretense 
of truth is dropped, the voting reveals 
how people in your group view each 
other. 

For example, in a recent game, eight 
players were asked: “Would you sacrifice 
all of your worldly possessions for as long 
as you live if doing so would ensure 
world peace?” One person said “no,” 
which didn’t reflect what she believed but 
rather what she believed about the group. 
Similarly, some said “yes” based on their 
beliefs about the group. The results and 


the following discussion told a lot about 
the players. 

The closest game to WWYT I know is 
Family Feud. A major difference from 
Family Feud is the lack of survey-gener- 
ated answers. In WWYT, players make 
their own environment. Another design 
difference is the mechanic of determining 
a loser rather than a winner. 

Games that determine a loser instead of 
a winner have been around a long time, 
though they aren't very common. What 
Were You Thinking? improved immensely 
when we changed its goal to finding a 
loser. First, it can be really hard to catch 
up in games in which you want to match 
other players. Second, in a game in which 
the object is to not stand out, it seemed 
more fitting to call the person who stands 
out the loser rather than selecting some- 
one to stand out as a winner. 

The original name for WWYT was 
Hive Mind. When presenting the game, I 
told people that the queen of the hive had 
determined there were too many drones 
and this was a test to get rid of the excess. 
Drones would not be judged by accuracy 
of answers, however, but by their ability to 
think like the hive. This concept appealed 
to Magic and RPG players, but was a 
hard sell outside the adventure game mar- 
ket. If you saw the tapes of our test groups 
repeatedly picking Hive Mind as their 
absolute least favorite name, you would 
understand why we chose to go with What 
Were You Thinking? for a game that’s all 
about matching the majority. 


For Richard Garfield, every game 1s a party. 
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SYIMSNU S.CYBHITY 


STEPHEN DANIELLE 


IT’S WHY YOU STARTED PLAYING RPG’S IN THE FIRST PLACE. 


. time you met your destiny. Tales of Destiny delivers everything the true aficionado of the RPG genre 
could want and more. Journey the high seas in search of the lost secrets of the ancient Aetherians. Wield 
weapons 40 powerful they develop their own intelligence and will. Cast more than 100 amazing spells in real a8 PlayStation 


time. making enemies and monsters pear your wrath. Soar through the skies on a fantastic dragon ship. 


searching por your next adventure. Tales of Destiny. A-true RPG crafted with the RPG connoisseur in mind. ‘namco’ 


TALES OF DESTINY” & © 1g97 Namco Lid. All Rights Reserved. © Mutsumi Inomata. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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PlayStat 


the fun. All the time 


©1998 Babbages Etc. Nintendo, Nintendo 64 and the 3-D “N” logo are trademarks of Nintendo of America, Inc. ® 1998 Nintendo of America, Inc. Licensed by !6 


| Babbages==— 


There's a Babbage’s or Software, Etc. near you. 
Check it out today. 


www.gamelord.com 


n}\Station and the PlayStation logos are registered trademarks of Sony Computer Entertainment, Inc. ©1998 Sony Computer Entertainment Inc. All rights reserved. 
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Muagies Conceptual team lays thie 


jor the Lirzas Saga expiatston 


WHEN A MAGIC SET GETS RELEASED, WHAT’S THE FIRST 
THING YOU LOOK AT? 

If you answered anything but “the art,” you're either: a) a tour- 
nament player who scans the spoiler list for abusable cards as 
soon as it hits the Web; or b) a big fat liar. It’s academic—you 
need a few days and a playtest marathon before you can fully 
appreciate the cool new rules and game mechanics, but the 
art’s appeal is immediate. 

Magic routinely employs dozens of the finest fantasy artists in 
the business to bring the worlds of Dominia to life, one scene 
and one card at a time. Each individual card’s art must contribute 
to the set’s visual character overall, as well as delight and amaze 
on its own. With such diverse talents as Paolo Parente and 
Heather Hudson working on individual scenes, however, keeping 


Yu think 


oS : il as 
a MOVIE. 
—Cuaz ELxiotTT, 


CreEATIVE DirEcCTOR, 


Urza’s Saga 


the whole show consistent requires a strong director. 

Or, in this case, several of them. 

As Magic's backstory began to cohere around the adventures 
of the Weatherlight, Magic's Conceptual team was created and 
charged with maintaining the look and feel of the art in every 
new Magic set. When development of the Urzas Saga expansion 
began, Art Director Matt Wilson and Creative Director Chaz 
Elliott worked closely with Continuity Manager Pete Venters 
and Conceptual team artists Mark Tedin, Tony Waters, Dave 
Allsop, and Brian “Chippy” Dugan (no, I won't tell you why he’s 
called that). This team of directors faced the challenge of a set 
whose story spanned thousands of miles, thousands of years, and 
350 cards. Before you could see any of the cards, the card artists 
had to see what the Conceptual team created. 


BY Scott McGoucu 
SpEciAL THANKS TO Dave ALLsop, Cuippy Ducan, Mark TepIN, PETE VENTERS, TONY WATERS, AND Matt Wi1son. 
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Ht helps if 


7 World SLarts Lining 


Elliott took the first steps toward nailing 
Urza down. He instructed Venters to 
follow a “gut instinct” to back up from 


the Weatherlight’s current troubles and fill 


in some of the history behind the 
Legacy. Having worked in Continuity 
since Alliances, Venters fully understood 
the structure imposed on story by the 
requirements of a card set: each color of 
mana had to be fairly represented. 

He proposed tying each color to a 
distinct and seperate environment (a 
forest for green, an island for blue, and 
so on) to showcase each color. The story 
could then follow Urza as he pursued an 
agenda that led him through each envi- 
ronment. This would both propel the 
story forward and allow each color to 


maintain its own unique flavor. 

“Most of the realms were easy 
choices,” recalls Venters. “Argoth (green) 
was the kickoff point of his tale, Tolaria 
(blue) was his base of operations, and 


Phyrexia (black) was the home of his 
eternal enemies.” Shiv was chosen 


because it was the largest source of red 
mana on the planet (not to mention the 
home of a certain breed of dragon). 
Serra at the height of her powers was 
chosen to represent white. 

Once this structure was in place, the 
team prepared a basic tour for each 
environment. Venters and Wilson then 
presented the package to the conceptual 
artists who were assigned to develop 
each realm. This began, as Wilson puts 
it, “a ‘run wild’ sort of thing.” 


a, volts - 
is eat Killing 


How do you put your heart and soul 
into creating a lush forest paradise when 
you know from the outset it’s going to 
die a violent death? The Argoth forest 
was doomed the moment it was created: 
The principals and the outcome of the 


20 


WORK pliant 


cataclysmic final battle of the Brothers’ 
War were documented as far back as the 
Antiquities expansion. The true measure 
of Dominaria’s loss, however, wasn't 
made clear until Conceptual Artist Tony 
Waters brought it to life for the Urza’s 
Saga expansion. 
y» Waters based Argoth’s ecosystem on 
\.intimidating earth jungles like those in 
Borneo and New Guinea. For the for- 
est’s unique root/trunk/canopy structure, 
he drew on the concept of epiphytes, or 
plants that have developed root systems 
that take nutrients out of the air. 
Though epiphytes usually grow on other 
plants, Waters reasoned that a sentient 
forest could develop huge trees with 
epiphyte-like roots up top, sturdy 
trunks, and massive exposed roots in 
the ground. 

This idea fueled the rest of the forest’s 
look and feel: the canopy of leaves and 
arable root mass provided a “second 

jungle” for the peaceful elves (“bunny 
huggers,” as Waters deemed them) to 
dwell in relative ria and abundance. 
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Dangerous predators and giant insects 
were kept to the forest floor, as were the 
forest’s militant druids who zealously 
chose their harsher * my 


_ its mae of Se, 
i Though: the entire forest. ecosystem 


\ ; 
environment as part of their monastic 
lifestyle of trial and readiness. Oversee- 
ing it all was Titania, the spiritual 

| manifestation of Argoth itself, who 
_ embodied the forest’s natural beauty, 
_ its innocence, and its folly. 

You see, remote Argoth developed in 
isolation, so its community of inward- 
focused nature worshipers were not 
prepared for the Brothers who arrived in 
force, bent on taking what they wanted. 
Only the druids, who had never forgot- 
ten the dangers of humans, reacted 
quickly to the invasion. As Urza and 
Mishra consumed the forest, Titania 
waned. As Titania waned, her people 
lost all hope of defending themselves. 

“When someone dies on Bali,” 
remarked Waters, “All sorts of beautiful 
works of art get put on the fire with the 
body. It makes the funeral itself a work 
of art. That’s what I was after. Argoth 
needed to be worth killing, even if only 
to me as a designer. Knowing that I 
didn’t want to see it get blown to 
smithereens meant that I had done a 
good job.” 


| : sale Fixation 


abe Ss ae at 


fe at a planeswalker Haunted by 
grief a guilt, Urza obsessively 


) Splits his beastian and exacer- 
ting the war He dedicates his new: 
__ found power to punishing the 
Phyrexians and their rulers, anc 
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Phiyreria—Lat tlie 
Hideous. Juste Begiz 
Phyrexia was presented to the Concep- 
tual team with significantly more 
background material than the other 
realms. Pete Venters’s work on the 
Alliances expansion (the last card set to 
focus on the continent of Terisiare and 
its history) convinced him that the 
Phyrexians were “perfect villains.” 

He and Scott Hungerford fleshed out 
the dark realm, creating a race of puri- 
tanical technologists that blurred the 
boundaries of flesh and metal. Phyrexia’s 
Nine Spheres were logically (if grue- 
somely) mapped out as a coherent, 
functioning system. Chippy Dugan and 


Dave Allsop greeted their conceptual 
assignment with “a fine mixture of 
joy and terror. It was so large an 
environment that [we] were a little 
intimidated.” The pair was encouraged, 
however, by the creative challenge 
Venters made to them: “I want [the 
Phyrexians] to look like no other mon- 
ster the world has ever seen.” Dugan 
and Allsop proceeded to create a race 
of living, jagged-metal nightmares to 
serve as the perfect foil to Urza. 

Though at the time he likened it to 
ocular torture, Dugan is still proud of 
the way he and Allsop met the challenge 
presented to them by Venters (whom 
Dugan believes “lives on the Fourth 
Sphere”). “There’s a huge amount of 
stuff for Phyrexia that would allow you 
to create any Phyrexian thing imagin- 
able,” stated Dugan. “It’s important to 
note that Phyrexia was being developed 
long before [we worked on it]. It began 
even before the Weatherlight hit the 
streets or the sky or the sea.” 

Allsop also has intense recollections. 
“[After eight months of drawing 


nothing but Phyrexians], I virtually 
became Phyrexian. I think my favorite 
designs are the witch engine and the 
birth priests,” he recalls. “[These Phyrex- 
ians] are going to eat Serra angels, Hur- 
loon minotaurs, and those mincing 
prodigal sorcerers for breakfast, lunch, 
and dinner when they come into town.” 


gece Reala — 
DPimeswalkex: Heal. Day self 


In addition to serving as art director for 
Urza’s Saga, Matt Wilson also worked as 
the Conceptual Artist assigned to Serra’s 
realm. Just as the planeswalker Serra 
created her realm as an ordered place 


of healing, learning, and light, Wilson 
developed the visual look and feel of her 
realm to reflect those elements in a 
manner “as grandiose as possible.” 
Going into development, there was a 
large volume of reference material on 
Serra herself, but the information 
Wilson had about her realm merely 
described a “crystal palace in a beautiful 
sunny place, populated by many angels.” 
Wilson attempted to avoid the tradi- 
tional imagery of Heaveh, though he 
feels he was only partially successful. 


x He 


reduced the amount of crystal fin- 
ery in the architecture and costumes, and 
made the palace a flying citadel that fol- 
lowed the sun. There was in fact no solid 
earth in the initial concept for Serra’s 
realm, “but rather floating slabs of grassy 
plains, drifting amongst the golden 
clouds.” 

The main difference between Serra’s 
realm and the traditional notion of an 


ie 


20 her personal 


otherworldly paradise lies in Serra’s fol- 
lowers, the inhabitants of her realm. Both 
the Angels and the Soldiers within the 
realm serve in active, hierarchical military 
units ready to defend their home with 
force of arms whenever necessary. 

Even the devotees of Serra’s teachings 
were portrayed as “a sisterhood of war- 
rior-priestesses. Some emphasized their 
roles as combatants; others, their roles as — 
healers and nurturers. No matter how 
peaceful and beautiful Serra’s realm 
appears, there is an undercurrent of mili- | 
tary preparedness.” 


Tolarta ayer? 


itt S@sst04 
Dugan and Allsop also teamed up to” 
produce the island environment for 
4 Volaria. The tiny, inaccessible island was 
“perfect for Urza to establish a safe base 
of operations, and allowed the Concep- 
tual team some room to explore items 
never before seen in the world. 

The Tolarian environment included 
one important defining element that 
could not be found elsewhere: an explo- 
sion of time. In Urza’s Saga, the 
planeswalker’s time travel experiments 
literally blow up in his face, flooding the 
island with temporal anomalies. Land- 
scapes erode and creatures produce gen- 
erations of offspring in mere minutes; 
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other portions of the island become 
mired in slow time and remain 
unchanged for decades. 

In developing a visual representation 
of the time disaster, Dugan and Allsop 
“thought about time as a tangible sub- 
stance, like something you can put in a 
bottle. You can physically hold time 
rather than just journey back and forth 
in it.” These bubbles of fast or slow time 
were visually distinct from the rest of the 


island and allowed the aftists to dramat- 
ically alter the island’s topography. 

Further, Tolaria’s geographic isolation 
allowed the artists to explore some truly 
unique creature types that would not 
appear in a more diverse ecosystem; 
dumping those creatures into a fast time 
bubble then allowed those creatures to 
evolve in otherworldly (but entirely 
possible) directions. 

The explosion and its aftermath also 
affected the academy’s students. Unlike 
the ground or the native fauna, the stu- 
dents quickly learned to navigate and 
eventually explore the time bubbles. The 
protective suits shown on such cards as 


i 


Umbilicus were developed from such 
disparate sources as pre-scuba sea-diving 
outfits and the suit worn by Bruce Willis 
in the beginning of Terry Gilliam’s 12 
Monkeys. 

Neither Dugan nor Allsop would 
comment on the wisdom of creating an 
environment and then developing a 
protective uniform to keep that 
environment out. 


After developing both Phyrexia and 
Tolaria, Allsop and Dugan found simi- 
larities between the dark realm and 
the time-scarred island...and offered 
practical and conceptual reasons for the 
alignment. Allsop freely admits to liking 
“big industrial objects and steampunk 
imagery, so it wasn't difficult for me to 
approach the Phyrexians and the 
Tolarians in a similar fashion. I think 
I preferred working on the Tolarians; 
it was far more challenging than the 
Phyrexians because I’m always drawing 
monsters.” 

Dugan put a finer point on it, noting 
that both Urza and Phyrexia have an 
interest in artifacts, especially Thran 
artifacts, so there is a natural intersection 
between their work. “Urza would come 
to some of the same solutions as the 
Phyrexians because he’s exploring the 
same problems. When 
you look at Phyrexia 
and Tolaria, it’s dif- 
ferent sides of the 
same coin.” 


Seir—le Kt Hot 
Out Her? 


Longtime Magic artist Mark Tedin is a 
self-described “visual pack rat” whose 
“digital morgue” is well-stocked with 
images culled from websites so obscure 
that even other designers don’t know how 
to find them. This habit served him espe- 
cially well for the Urza’s Saga expansion, 
where he was assigned the volcanic waste- 
land of Shiv. Apart from dragons, sand, 
hot rocks, and the occasional lizard per- 
son, Shiv was wide open for development. 


1 Al fi 

Tedin based the Shivan terrain par- 
tially on the high altitude areas of 
Hawaii and the landscape of Stromboli, 
Italy. Once he had the rocky textures and 
lava flows for his landscape mapped out, 
Tedin focused on the set’s most impor- 
tant iconic structure: the Thran mana rig. 

Initially conceived as a “lava-based 
stronghold,” the rig soon took on a look 
and character all its own. “Thran tech- 
nology,” Tedin points out, “would have 
an environmental impact, and would 
need large amounts of raw material.” 
The rig was placed on the rim of an 
active caldera, where it could draw in 
hot magma and dump slag and other 
foundry waste without disrupting the 
blasted land’s natural balance. 

“Thran architecture is functional,” 
Tedin continues, “so it would necessarily 
evolve to fit its location.” While the rig’s 
ultimate function won't be revealed until 
a later set, Tedin did extensive research 
and generated huge amounts of descrip- 


tive text for the rig’s appearance. 
With the mana rig’s form and function 
clearly defined, Tedin worked with 


Venters to flesh out the hardy creatures 
that had taken up residence inside the rig 
after the Thran exodus—the reptilian 
viashino—as well as the lowly goblins 
who dwell on its outskirts. The harsh 
realities of Shivan life were factored into 
each race’s culture, customs, and clothing. 
Tedin developed the extreme environ- 
ment and Venters helped explore how 
any society could exist, much less thrive, 
in that environment. Between them, they 


: Seated an entirely new social structure 
for this tribe of Viashino...and planted 
the first clues that may someday explain 
a great mystery about Dominarian Gob- 
lins (assuming the goblins ever get up 
the smarts to ask the right questions). 

When asked why he spent so much 
time researching topics and generating 
text that would not be applicable until 
the next set, Tedin replied, in a truly 
admirable blend of confidence and self- 
deprecation, “I’m too lazy to generate 
more than good ideas.” 


IU See Vou in the 
Next World 
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The Conceptual team continues to work | 


on upcoming Magic sets, brainstorming 
ideas and fleshing out details for the 
card artists to draw upon, and for the art 
director to use as a yardstick for the set’s 
visual consistency. Their work on the 
Urza's Saga expansion is even more 
remarkable when you consider that the 
actual ebb and flow of the plot was not 
fully developed when they began to cre- 
ate the stage where this epic tale would 
play out. With each new cycle, as Magic 
continues to integrate rules, story, and 
artistic vision, the overall quality of each 
element continues to improve. Ml 


Scott McGough willingly accepted the 
position of Magic’ “Story Guy” as of 
May 1998. Pity and fear him, for he 1s 
obviously mad. 


Youre at 5 life and your 
opponent is at 3 life. 

Tf you dont draw an Inciner- 
ate this turn, a horde of shad- 
ows will finish you off. You 


untap your cards, look at your 
library, and draw your cara. 
Incinerate. You win. You just 
top decked. 

“Top decking” refers to a lucky 
draw at a critical moment, 
but professional Magic play- 
ers don’t count on luck to win 
their games—they count on a 
well-tuned deck. Finding the 
right card at the right 
moment depends more on the 
cards in your deck than on 
fate. With that thought in 
mind, we asked four of the 
top players at the 1998 World 
Championships to discuss 
how and why they chose the 
particular cards in their 

decks, —ED 


BY BRIAN SELDEN, BEN 
RUBIN, BRIAN HACKER, 
AND RANDY BUEHLER 
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BRIAN SELDEN 

1998 WORLD CHAMPION 
The “Cali Nightmare” (Nightmare Survival) 
deck uses Recurring Nightmare to recycle the 
numerous utility creatures in the deck. With 
Survival of the Fittest, you can replace any 
creature in your hand with the one you need at 
the moment. 

My deck contains numerous Walls, as well as 
creatures that can deal with any permanents 
and even cards in your opponent’s hand. For 
example, I have Nekrataal, Man-o’-War, and 
Spike Weaver for creature defense; Cloud- 
chaser Eagle to destroy enchantments; Uktabi 
Orangutan for artifacts; Orcish Settlers 
for lands; and Thrull Surgeon for hand 
destruction. I use Spike Feeder to gain life. 

Recurring Nightmare can bring any of these 
creatures back from the graveyard whenever I 
need the creature’s ability again. 

ONE OF THE MOST POWERFUL 
COMBOS IS RECYCLING A WALL 
OF BLOSSOMS FROM THE 
GRAVEYARD BY SACRIFICING 
ANOTHER CREATURE. The Wall lets 
you draw a card when it comes into play, and 
you can then sacrifice it to Recurring Night- 
mare to bring another card back from the 
graveyard to destroy something else. Presto— 
youre up one card. 

This deck is very control-oriented. You can 
respond to any threat your opponent puts on 
the board with one of your destruction crea- 
tures. Once you establish control, you can recy- 
cle Verdant Force or Spirit of the Night—these 
“fatties” take only a few turns to kill your oppo- 


Brian Selden’s “Cali Night- 
mare” deck proved that flexi- 
bility was the key to winning 
the World Championship. 


nent. Verdant Force has an additional bonus. 
Putting a 1/1 token into play each turn pro- 
vides blockers, a creature swarm or—best of 
all—a perfect little sacrifice so you don't lose a 
real card when you recycle. 

Bryce Currence and I added several cards 
the night before the Standard portion of the 
tournament. The most unusual of these was 
Scroll Rack, which we included because it 
helped pull out Recurring Nightmare and Sur- 
vival of the Fittest during testing. Bryce and | 
also included main-deck Lobotomies to give 
the deck a chance during game one against 
Prosperous Bloom and an advantage against a 
mirror matchup. 

In retrospect, adding the Scroll Racks might 
have been a mistake because I played a lot of 
aggressive decks, and either had to play cards as 
I drew them or use Firestorm to kill the oppo- 
nent’s swarm of creatures. Currence and Alan 
Comer, though, made better use of it, as they 
played against different deck styles. 

The “Cali Nightmare” deck beats most crea- 
ture-based decks. The most difficult creature 
battles are against mirror matches and Sligh. 
The deck has the most trouble against Prosper- 
ous Bloom and mono-blue control decks. | 
could sideboard some combination of four 
Boils, a Hall of Gemstone, three Emerald 
Charms, and two Pyroblasts during these 
tough matches. Dread of Night defends against 
white weenie, Staunch Defenders is useful 
against red, and Phyrexian Furnace is helpful 


during mirror matches. 


CREATURES (24) 
4 Birds of Paradise 

| Cloudchaser Eagle 
| Man-o’-War 

2 Nekrataal 

| Orcish Settlers 

2 Spike Feeder 


FINALIST, 1998 WORLDS 
In theory, Sligh is not very strong because it’s 
easily hosed by sideboards and has little 
longevity. It seems like just a straightforward 
aggressive deck that should lose to a Paladin en- 
Vec or even a Wall of Blossoms. Players often 
write Sligh off as a deck that can't beat recur- 
sion/Living Death or white weenie—in fact, a 
deck that can be beaten by anything, with 
proper sideboarding. 

[ had swallowed this philosophy and was 


eventually beaten in the finals of Pro Tour—Los 


Angeles by none other than Dave Price, King of 


Sligh. Later I lost to Mike Turian, who was 
playing red at Nationals. Dave Price then beat 
me around some more in playtesting. These 
defeats resulted in a definite change in philoso- 
phy for me concerning the viability of Sligh. 
The amazing thing about Sligh is its potential 


for a devastating fourth- or fifth-turn kill. 


For example, when a white weenie player only 
draws a bunch of creatures with shadow, he or 
she has no creatures to block your Jackal Pups, 
Ironclaw Ores, and Ball Lightnings. You will 
surely win this race. Sligh can also capitalize on 
an opponent’s bad draw, making a mulligan very 
costly for the opponent. 

This brings up another important factor 
about Sligh—consistency. Because the deck is 
mono-color it never gets color-hosed, and with 


a large collection of low-casting cost spells 


| Spike Weaver 


TRATEG 


(highest cost is three), it easily survives on just a 
couple of lands. 

The next important thing to examine is the 
metagame leading up to Worlds. Although 
white weenie and mono-green did well 
at U.S. Nationals (two bad matchups for Sligh), 
other events like the European Championships 
would change the environment. “Cuneo Blue” (a 
good matchup for Sligh) dominated that tour- 
nament, so I expected to see that deck often at 
Worlds. 

I also thought that Forbidian and “Cuneo 
Blue,” two well-known decks, would scare some 
players away from white weenie or mono-green 
at Worlds because these decks are vulnerable to 
blue control decks. An additional benefit of blue 
decks performing well in Europe, I thought, was 
that decks like white weenie and those using 
Living Death would sideboard heavily against 


them, leaving little room for cards to hose Sligh. « 


As usual there was a triangle of good and bad 
matchups. For the most part, Sligh beats heavy 
control decks like Forbidian and “Cuneo Blue” 
but hates decks with Living Death that center 
around creature control. These heavy creature 
control decks, in turn, lose to blue control decks. 

Compared to the other Sligh deck in the Top 
8, I had two more creatures, which made my 
deck more aggressive. Plus, I filled my mana 
curve with more cost-to-power efficient crea- 
tures. Some other Sligh players also used 
Phyrexian Furnace to help against graveyard 
recursion. I decided that because it could be 
destroyed and didn’t deal damage or help estab- 
lish board control, I wouldn't play it. 


8 Forest 


Bree 


Rubin’s record in 
Standard and the 
Top 8 at Worlds 
was 8-2, with his 


losses coming to 
another Sligh deck 

and “Cali Night- 
mare’”’ in the finals. 


CREATURES (21) 

4 Ball Lightning 

2 Goblin Vandal 

4 Ironclaw Orcs 

4 Jackal Pup 

4 Mogg Fanatic 

2 Mogg Flunkies 

I Viashino 
Sandstalker 


SPELLS (18) 

4 Cursed Scroll 

4 Fireblast 

2 Hammer of 
Bogardan 

4 Incinerate 

4 Shock 

LANDS (21) 

17 Mountain 

4 Wasteland 


SIDEBOARD (15) 

3 Bottle Gnomes 

2 Dwarven Miner 

2 Dwarven 
Thaumaturgist 

| Final Fortune 

| Firestorm 

4-Pyroblast 

2 Shattering Pulse 


S (14) 

2 Firestorm 

2 Lobotomy 

4 Recurring Nightmare 

2 Scroll Rack 

4 Survival of the Fittest 
(22) 

3 City of Brass 


SIDEBOARD (15) 
4 Boil 

2 Dread of Night 

3 Emerald Charm 

| Hall of Gemstone 
2 Phyrexian Furnace 
2 Pyroblast 

| Staunch Defenders 


| Gemstone Mine 

2 Karplusan Forest 

2 Reflecting Pool 

| Swamp 

2 Underground River 

2 Undiscovered Paradise 
| Volrath’s Stronghold 


| Spirit of the Night 
| Thrull Surgeon 
| Tradewind Rider 


2 Uktabi Orangutan 
| Verdant Force 

4 Wall of Blossoms 
2 Wall of Roots 
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-LLS (33) 3 Mana Leak 


4 Counterspell | Memory Lapse 
4 Dismiss 4 Nevinyrral’s Disk 


2 Dissipate 4 Whispers of the Muse 
3 Forbid 

4 Force Spike 

4 Impulse 


REFERS TO A LUCKY DRAW AT A 
CRITICAL MOMENT, BUT PROFESSIONAL Using creatures 
MAGIC PLAYERS DON’T COUNT ON By TCAvece 
LUCK TO WIN THEIR GAMES— Bevery abr 
QUARTERFINALIST, seventh in the Top 
1998 WORLDS 8, Brian Hacker 
took Raphael Levy 
to five games in 
the quarterfinals 
before succumbing 
to one of the four 
graveyard recur- 


Tn playtesting for Worlds, I was wholiy concerned with armoring a creature to playing more creatures, 
the Rath Cycle portion of Constructed because [had except in rare situations against Sligh. 

little experience in that format and there was no estab- 

lished environment. I worked diligently on Rath, and 

as Worlds approached I had no Standard deck. 


I saw the decks from U.S. Nationals and liked Matt You must make sure you don’t take sion decks in the 
Linde’s deck, which won the tournament. It wasn’t out so many creatures that you make the deck Top 8. 
until the night before the Standard portion of Worlds _creature-light. It is important to retain a deck’s CREATURES (27) 
that I decided to abandon the idea of playtesting to nature any time you sideboard. For example, 3 Nomads en-Kor 


find a deck I liked, and instead take a preexisting deck _ players often make the mistake of sideboarding 3 Paladin en-Vec 
and mold it to the new environment that Worlds in so many counter threats against Draw-Go 4 Soltari Monk 


| would offer. that the deck lacks punch. 4 Soltari Priest 
I concluded that I would encounter mostly Sligh and = Against Nightmare Survival, my only advice | Soltari Visionary 
Draw-Go, with Nightmare Survival only seeing much _ is to use your Disenchants to destroy Survival 4 Soul Warden 
play from the Californians. So I molded the sideboard _of the Fittest, and keep Aura of Silence to han- 4 Warrior en-Kor 


to beat that field, and voila, my deck was made. The dle Recurring Nightmare. Skilled players can 4'White Knight 
sideboard is heavily fortified against Draw-Go, with stop you from destroying their Nightmare, but [= SPELLS (I ) 
| Aura of Silence 


three Cursed Scrolls, Armageddon, Abeyance, and at least you can make it cost five mana. Other- 4c 
me AN ; sm 
additional enchantment and artifact removal. wise, slap down an armored shadow creature ater Y 
: : i j : : SSRs : ; 3 Disenchant 
The main deck is a nightmare for Sligh with so and ride it home (hoping your opponent can’t 4. Empyrial Armor 
many en-Kor and creatures with protection from red.I _ get rid of it)! I hope you have as much fun with 4Tithe 
added three Spirit Links to insure a victory against the deck as I had playing it at Worlds. LAND 17) 


Sligh. Nightmare Survival decks would be a problem, 17 Plains 


SIDEBOARD (15) 


3 Abeyance 
2 Armageddon 


and I made a metagame call to ignore them. It seems 
silly now, given the performance of the Nightmare 
deck, but at the time I thought if I took it into account, 


“ 


| I would just be tuning against my friends and team- 


: Emer z : 3 Aura of Silence 
mates. As it turned out, I would have actually tuned ; ire: , = 63 Cursed Scroll 
against the entire state of California and half of the ke -§ | Disenchant 

Top 8! Baad | SEP See J 3 Spirit Link 


Game play is similar to that for most weenie decks. 
There are seven turn-one plays, and then different 
options on turn two depending on who you are playing 
against. Getting out a creature with protection from 
red or an en-Kor is the key against Sligh. Against 
Draw-Go, you need early shadow threats and an 
, Empyrial Armor. 
The creature with shadow/Empyrial Armor/Cata- 


clysm combo was no less powerful at the World 
Championships than when Linde ran it at U.S. 
Nationals. Whenever you get a draw like that, you 
should dominate your opponent. Empyrial Armor is 
the great damage threat so you should always favor 
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(1) (15) 
| Rainbow Efreet 2 Capsize 
(26) | Grindstone 


18 Island 4 Hydroblast 


4 Quicksand 4 Sea Sprite 
4 Stalking Stones 4 Wasteland 


—THEY COUNT ON 
A WELL-TUNED DECK. 


RANDY BUEHLER 
12TH PLACE, WORLDS 


Erik Lauer and I designed “CMU Blue” as a variant of the deck 
Sturla Bingen used to win the European Championships in July. 
Bingen’s deck was an update of the Draw-Go deck first built by 
Andrew Cuneo (a friend and associate of Team CMU). We were 


place of cheaper permission spells. 


particularly impressed by Bingen’s decision to use four Force Spikes. The rest of the deck is more typical of this 
EVERYONE KNEW FORCE SPIKE WAS GOOD ON archetype. We felt we needed eight two-mana 
TURN ONE, BUT IT’S MISERABLE AFTER permission spells to survive the early game 


ABOUT TURN FOUR. AT LEAST, IT USED TO BE against weenie decks. Our testing indicated two 
MISERABLE. With the Exodus expansion came Forbid. Instead _ Dissipates were enough to remove Hammers 


of being dead cards, mid-game Force Spikes are now useful for buy-_ from the game when needed. Forbid seemed 
ing back a Forbid. At worst, they’re still half'a Counterspell. better than Dissipate in most matchups, so we 
Once we understood why Force Spike was now tourney-viable, used one more Forbid than Dissipate. We 
Erik and I began tuning our version of Blue Disk. Since Force Spike couldn't afford to rely completely on Stalking 
lets you counter on turn one and Forbid means you never run out of __ Stones to win in an environment that included 
counters, this deck can cast a permission spell every turn of the game. Wasteland, so we used one Rainbow Efreet. The 
Nevinyrral’s Disks and Quicksands are crucial for dealing with Efreet has good synergy with the Disk and is 
threats that sneak into play. Whispers of the Muse finds more per- very threatening against both control decks and 
mission spells to make sure nothing else gets into play. After you've Oath of Druids decks. : 
gained complete control of the game, it’s easy to kill your opponent The sideboard definitely helped this deck at | 
with either Rainbow Efreet or Stalking Stones. Worlds. Mono-red is difficult to beat 
Erik suggested adding more Stalking Stones. This gave in game one, so we needed to be able to win the 
us 26 lands, enabling us to use early Impulses to grab important next two games. Most people know Hydroblast 
spells instead of land. Extra land helped against other Blue Disk is good against mono-red, but Sea Sprites are 
decks (which were a definite threat after Bingen won the European _even better. They control the red creatures so we 
Championships and Jakub Slemr finished second with mono-blue can use Hydroblasts as mana-efficient counters. 
Disk decks). Stalking Stones provide an uncounterable 3/3 creature Wastelands were used against Prosperous 
that puts a lot of pressure on your opponents, forcing them to react Bloom and Blue Disk. Prosperous Bloom needs 
to you. This usually means you win permission wars since your off-color cards from the sideboard against a con- 
opponent has to start them. trol deck. Abeyance and Pyroblast can’t help 
The other unique thing about “CMU Blue” is the absence of much if your Cities of Brass and Gemstone 
Steel Golems. Erik noticed that Steel Golems weren't working Mines get Wasted! Against other Blue Disk 
against most of the decks we expected to face at Worlds. They're decks it comes down to land, and when both 
good against mono-red, but that matchup is hard to win even with players draw land, the matchup revolves around 
Steel Golems. Against every other deck in our playtesting “gaunt- Stalking Stones, so Wastelands are crucial. 
let,” Golems seemed mediocre. Erik suggested Dismiss instead, and Capsize came in against white weenie (for 
the deck immediately improved. Many players recently stopped Empyrial Armor), mono-green (as a sink for 
using Dismiss because of its casting cost, but since we had 26 lands Vineyard mana), and for anything slow (to Cap- 
and 17 other counters, it wasn’t hard to cast and wasn't taking the size-lock them). & 
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DUELIST 


1999 INVITATIONAL 


he third annual Duelist Invitational—the Magic all-star tournament—is set to take place February 4-7, 
1999, in historic Barcelona, Spain. Sixteen of the world’s best Magic players will gather to decide 
worldwide bragging rights. This is the championship of champions as the top players from the previous 
tournament season go head-to-head in multiple formats that test their skill, strategy, and endurance level. 
The Duelist Invitational features 15 rounds of one-on-one matches (best two-out-of-three duels each) 
that force each player to duel every other player. Within those 15 rounds, participants will have 
to play in five different formats (three Constructed, two Limited) 
The two players to emerge with the best overall records will meet in a best three-out-of-five champi- 
onship match, At the second annual event last year in Rio de Janeiro, Darwin Kastle stormed the competition with 
n 11-3-1 match record on his way to the finals against then-World Champion Jakub Slemr. In the finals, Slemr 
deboarded his Limited Treasure deck from red/green to black/red to black/blue, but Kastle fought his way through 
e€ deck changes to emerge victorious after five grueling duels 
The grand prize for the victor again this year will be to work with members of Wizards of the Coast’s Magic 
esearch & Development team to design his very own Magic card. This includes not only creating the casting cost 
nd abilities of the card, but also helping to develop the name, flavor text, and art description. 
To eliminate subjectivity, the invitation process was revamped this year. Instead of using a voting panel, this year’s 
invite list was based on pre-selected slots. To be invited, players had to win key tournaments or top the DCI rankings 
Additional players were voted in by both Duelist readers (through a ballot printed in Duelist #28) and players (through 
a ballot distributed at the 1998 World Championships). 


(tied with Jon Finkel) 
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Sturla Bingen’ 
Bergen, Norway 

19 Pro Tour player points 
1st place, European Championship 
32nd place, Pro Tour—New York 
Randy Buehler? 

Pittsburgh, PA, U.S.A. 

70 Pro Tour player points 

12th place, World Championships 
{2th place, U.S. Nationals 

16th place, Pro Tour—Los Angeles 
1st place, Pro Tour-Chicago 

14th place, Grand Prix—Indianapolis 
5th place, Grand Prix—Antwerp 

1st place, Grand Prix—Atlanta 

16th place, Grand Prix—Lyon 

5th place, Grand Prix—Madrid 
Sigurd Eskeland® 

Jar, Norway 

24 Pro Tour player points 

12th place, Pro Tour—-New York 

8th place, Grand Prix-Stockholm 
2nd place, Grand Prix-Copenhagen 
Jon Finkel’ 

Fanwood, NJ, U.S.A. 

87 Pro Tour player points 


1997-98 Pro Tour Player of the Year 


3rd place, World Championships 
4th place, U.S. Nationals 

1st place, Pro Tour—-New York 

23rd place, Pro Tour—Los Angeles 
20th place, Pro Tour—Mainz 

3rd place, Pro Tour—Chicago 

13th place, Grand Prix—Indianapolis 
6th place, Grand Prix—Zirich 


1st place, Grand Prix—Rio de Janeiro 


26th place, Grand Prix—Lyon 

13th place, Grand Prix—Madrid 
1st place, DCI rankings (tie) 
Svend Geertsen® 
Copenhagen, Denmark 

32 Pro Tour player points 

12th place, European Championship 
5th place, Danish Nationals 

29th place, Pro Tour—New York 
7th place, Pro Tour—Los Angeles 
17th place, Pro Tour—Chicago 

3rd place, Duelist Invitational 
Brian Hacker® 

San Diego, CA, U.S.A. 

29 Pro Tour player points 

7th place, World Championships 
3rd place, Grand Prix-Antwerp 
4th place, Duelist Invitational 
Darwin Kastle’ 
Somerville, MA, U.S.A. 

23 Pro Tour player points 

17th place, World Championships 
10th place, U.S. Nationals 

25th place, Pro Tour—Los Angeles 
8th place, Grand Prix—Indianapolis 
1st place, Duelist Invitational 
Mike Long’ 
Charlottesville, VA, U.S.A. 
26 Pro Tour player points 

30th place, World Championships 


2nd place, U.S. Nationals 
9th place, Pro Tour-Chicago 

5th place, Duelist Invitational 

1st place, DCI rankings (tie) 
Steven O’Mahoney-Schwartz’ 
Boston, MA, U.S.A. 

57 Pro Tour player points 

22nd place, World Championships 
2nd place, Pro Tour—Mainz 

1st place, Grand Prix—Ziirich 

5th place, Grand Prix-Toronto 

16th place, Grand Prix—Atlanta 

2nd place, Grand Prix—Rio de Janeiro 
1st place, Grand Prix—Madrid 
Satoshi Nakamura” 
Shinjuku-Ku, Japan 

3 Pro Tour player points 

1st place, APAC Championship 

20th place, Japanese Nationals 
Chris Pikula” 

Stamford, CT, U.S.A. 

28 Pro Tour player points 

6th place, World Championships 
20th place, Pro Tour—Los Angeles 
14th place, Duelist Invitational 
Matt Place” 

Kansas City, MO, U.S.A. 

53 Pro Tour player points 

15th place, U.S. Nationals 

1st place, Pro Tour—Mainz ’ 
16th place, Pro Tour—Chicago a 
4th place, Grand Prix—Toronto 
David Price” 

Annapolis, MD, U.S.A. Cy 
55 Pro Tour player points 

25th place, World Championships 
5th place, U.S. Nationals 

1st place, Pro Tour—Los Angeles 
22nd place, Pro Tour—Mainz 

30th place, Grand Prix—Atlanta 

4th place, DCI rankings 

Olle Rade“ 

Gothenberg, Sweden 

35 Pro Tour player points 

12th place, Swedish Nationals 
19th place, Pro Tour—New York 

8th place, Pro Tour-Chicago 

1st place, Grand Prix—Stockholm 
12th place, Duelist \Invitational 
Brian Selden” 

San Diego, CA, U.S.A. 

32 Pro Tour player points 

1st place, World Championships 
9th place, U.S. Nationals 

18th place, Grand Prix—Indianapolis 
10th place, DC! rankings 

Jakub Slemr® 

Prague, Czech Republic 

28 Pro Tour player points 

14th place, World Championships 
2nd place, European Championship 
5th place, Czech Nationals 

6th place, Pro Tour—Los Angeles 
29th place, Grand Prix—Ziirich 

28th place, Grand Prix—Antwerp 
2nd place, Duelist Invitational 
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SHORT STORY by J. ROBERT KI 


ILLUSTRATION by REBECCA GUAY 


bosmiiiitiiudta ice 


bee away from home with his a 


Oe 


¥ 


5 Ne) 
¢ . 


Mer hie; ia a Pere. if Crovax as a youns ;man—fy 


ge and émotion—and a ship that will t take 
) he angel t to his ultimatedestiny * 


ESPITE HIS SPLIT-TOED SHOES, TORN 

breeches, and moth-eaten cloak, the 

man walked as though he owned Port 

City. He was clearly a rich man’s son. 

“Under his five-day’s growth of beard was a 
nooth-skinned noble chin, No scars. No pox. His brown 
yes glinted in the morning sun, and he looked levelly into 
ye eyes of. others—slaves, longshoremen, and_nobles 


. His hands were strong from writing and riding, but. 


smooth and uncallused, as though they had never hauled a 
line or hoisted a crate. One of those hands maser 
strayed to a tattered scarf at his neck. 

“Patience, sweet Selenia,” Crovax cooed softly to the 
gemstone secreted at his throat. “Patience. We will be 
beyond Father's men soon enough. Then I will call you 
» forth.” Crovax lifted his eyes to the black jumble of masts 
and pilings at the edge of Port City. The quicksilver sky 
poured a steady breeze through the town, along the docks 
and bay, past the: ‘rock j jetty, and out into the wide: ocean. 

he sea sang softly beneath’ the beckoning sky. “First, pas- 


out ‘of Jamuraa. Then we'll be beyond. 


be Begethet forever,’ 


8 hung i in paee soi blocked wheels, asl crates 
es of dock workers i into and out of ships. 


ed of this trip to Zhalfir and on to. 


discovered the “hag of the high parlor”—his | 


beloved angel Selenia. He had visited her often, and thrice 


fencing, acrobatics, and fisticuffs. He was ready. Armed 
with a bag of coin, a beggar’s disguise, a large double- 
edged knife from Father’s collection, and the amulet of his 


Oh, and armed with my wits, thought Cr 
wits are a pauper’ only purse, mine is full. Now, to use that 
‘purse'to buy passage on a ship bound—anywhere: 

Crovax stepped onto Port City’s boardwalk and sur- 


_ yeyed the boats in their slips. 


Brigantine and barkentines, dhows and scows, barges, 
feluccas, sloops, argosies—onle after another, the ships dis- 
qualified themselves, until Crovax stood at the end of ms 
boardwalk, before the last slip. In it rested a caravel... 
was it a galley...or perhaps a corsair? It was the sills 
ship Crovax had ever seen, at once sleek and awkward. 

Its hull was’long and slim, with an ornate figurehead, a 
narrow bow, an odd: -bulge amidships, a low-slung Poop,” 
‘and a long, thin stern. Its sails were strange things, too, 


‘more like bat wings than sails, a pair of thenrjutting side- 


“ways above the deck. Its tails followed long streamlined, 
paths and bore, fanciful adornments, and Crovax got the 
sense from the low drone beneath the hull that the ship — 


_had some source of power other than sails, A steamship: 


An artifact engine? The vessellooked as though it would: 
steer like aconcrete block: and push. water the whole, ways 
but there was an aura about i it—a'strange” scintllaing § 

the tingling expectancy b before lightning strikes, a: 

Astern plate’ bore thei name Weatherlight. * . 

, Crovax strode: ‘up the gangplaik and onto tie shi 
had’ a Strange. ‘deck,’ “holystoned | & thoroughly that: it 
seemed single ¢ expanse of wood. Solid and iin Th 
wood seemed alive. : 

Crovax’s premonition became a gut “tev citing ; 3S 
must join this crew. Ibis my. ere It is my destiny. 

The. door to the captain's quarters swung open, a 
young woman emerged. Preoccupied, she studied a corh-) 
plex magnetic instrument of metal and bf She was’ 


gings, and low feathicy boots Diener she fe her 
head averted as she spoke to someone , in the. cabin - 
behind her: : 


“Tm not running from anything,” ‘Crovax said suddent 
and i in saying it, he believed i it. “Tm not running from any 


And if you can't use a man like me, othe gréat ship will nev 
appreciatively. He bowed low know the glories'laid up for it!” 
g his hand out in a’ flourish From the hatch emerged another crew member—a crea 
his poor-man’s clothes. “I am ‘here to ture so massive he seemed an entire crew himself. The 
simply. “I am Crovax.” minotaur’s horns were broad enough to scrape the hatchs 
“The woman smiled not unkindly. “We frame as he rosé "through it. His bullish face, habituated to. 
anger, was now furious, red circles visible around dark eyes. 
“There is much-more to me than meets the eye,” Crovax Massive hands clutched the hatchway in trembling anger, } 
and the minotaur launched himself from the space. He rose 
"Theg | is much more to this ship than,meets the eye, to tower above Crovax, and hot breath gusted from his flar- 
Pthe woman replied, glancing in exasperation at ing nostrils. } 
f implement in her hand. “I’m sorry. We Th “T have listened too long to your insolence, ’ 
neither pay nor quarters for another @ beggar,” the minotaur growled. 
poembegt minotaur “Now, Tahngarth,* Sisay scolded, “I 
* “J don't need pay or quarters. To L L (; have this in hand. 
“serve among you and travel with you rou t a massive Tist Tahngarth cast a glance at her, but ~ 
would be payment enough.” hurt ing towa | th e his wrath remained ‘focused on the | 
“Do you eat?” asked the woman a K LI man, before him. “I have fccoeaee 
dubiously. man s tace. Ixnuckles too long. I am the first mate of this, 


Crovax looked down, chagrined. pass et theou gh a P ace vessel. Who do you think you aréz) 


i 


“Well, yes, of, course. I need to’keep a L Who is Crovax? What does it mats: 
up my strength for hard work.” that, moments betore, ter? This is no ordinary scow. This 


4} The woman seemed pleased with he a d containe mt an is a great ship! An extraordinary shi 
] this response, but her eyes remained with an extraordinary crew. You can 


Py critical. “And what sort of work can you impude nt smirk. force your way aboard! Leave now, or I, 


do?” shall remove you!” 
“Anything!” Crovax’ replied, encouraged. Crovax stood: his gtouind against, the. 
He clutched the amulet hidden at his throat. “T’ll onslaught of the minotaut’s pique, an impressive. 
o anything. Even scouring pans and emptying slops.” accomplishment in. itself. Of course, he could have sum- 
The woman‘ sliook her head. “We have a cabin boy, If moned Selenia from the amulet, but he was rescuing her, 
inything, we'need experienced seaman.” + °. not the other way around. Besides, the Weatherlight h 
{ “Oh; am experienced!” Crovax declared desperately: His ignited a fire in his breast, and the rhetoric of destiny ha 
f) mind returned ‘to the timés he overheard slaves talk about taken hold of him. He had stood. against Tahngarth’s ire 
life aboard ships. “I've worked everything from the bilges to and now he would do even mote. 
the tops, Live rowed galleys” be tits ole “If you can remove me, I suppose I'am notextraordinary 
We have Biasare 8. 2 2a enough to join the crew,” Crovax:said mw ee therwise- 
ve fired harpoons—” sie Saale ee gmk tig The minotaur gil and ‘br 
ere nota whalet—" Pgs | 
ive grappled and boatded—” ies 
“We're nota pirate sHip— ase smirk, though now it held nothing but salty airy Well- 
ie “FWhatever you, are,”  Crovax gasped in ail exasperation, heels flashed away beneath the mihotaur’s crouched leg 
*l gan help.”.: he overbalanced. Tahngarth staggered to one side, an 
'—.A voice called from) the captain’s cabin’ “Who are you Crovax scampering from beneath his hooves. 
talking to, Sisaye” The man was on his feet in the i instant before the min 
The woman cupped a hand’ to her, mouth. “No one. I’ll taur regained his balance, and he quipped, “OF course, 
be back in 4 moment.” you cant get rid of me, you'll have to let me par ay shi 
“Tm not no,one,?-Crovax said wee “T’'m Crovax!” have rats.” 
“Yes, I know,” said Sisay. “But we don't need a Crovax.” “All ships but this one,” snarled hoch snatching 
“On the contrary, I,think you do,” crystal sword from his belt. He roared and charged. 
Sisay's patience was ‘at an end, and her young face dark- Crovax leapt to the ship’s rail and balanced there | precari 
‘ened. “What ateyou running from, Crovax? Are you 4 fugitive? ously. This feat was made all the more astonishing when 
_ Are you hurited? What dark secret has driven you here, is the minotaur’s blade swept past, nearly slicing his legs from 
| driving you to stand_on the deck of my ship and’argue with beneath him: Crovax leapt again. The blade struck sine 


€ 


_A similar grin filled Sisay’s face, and that of the woman 
beside her. Hanria stood in, the doorway of the. captain’s 
| cabin, a blond-haired and bright-skinned, woman. She and 
Sisay watched, bemused, as the rogue paveed away from 

h the raging minotaur. 
) § Tahngarth, for.his part, was not eee “You'l pay to 

“replace that line!” 

 Crovax swung into a stay on one oF the ated masts and 
began to climb. “I have no money, but I'd gladly work it off 


Tahngarth sheathed his crystal. blade and 
‘clambered up after him, “T'll take it out of 
your hide!” Despite the minotaur’s obvi- 
_ ous physical prowess, he was as graceful 
in the tops as a bumblebee in a web. 
| Meanwhile,*Crovax made quick 
# and spiderlike progress to the tip of 
y the mast. 
“Come down, Tahngarth,”  Sisay 
int.” 
i “Hire me,” Crovax called down to 
‘the group ‘clustered on ‘the deck, “and I 
‘can be your mate of the tops!” 
Though awkward:among the ropes, Tah- 
garth soon had the man: trapped atop the 
mast. “T’ll wring your little neck!” 

Croyax leapt from, the height of the mast, landed for a 
moment on the tip of.a spar, and rode an adjacent stay 
down to the rail again. He jumped to the planks. “I could 

so be mate of the decks.” He bowed gracefully to the 
amazed women, and then hurled Dest into the open 


r Asie a vant three days while’the Weatherlight 
remained in harbor. Sisay assigned Crovax to empty 
slops and pump bilge, and the goblin cabin boy 
enjoyed a short shore leave. When Crovax wasn't per- 
_\. forming whatever menial task had been invented to 

upy him, he spent his time listening to Tahngarth’s terse 
ction in proper sail trim, knot tying, and all the other 

of seamanship. Meparently the crew of the Weath- 


rovax’s 
hand strayed to 
the hidden amulet 
With a practiced 
motion, he slid a smal 


outed. “You're only proving his sles stopper. f, om 
eneath the gem. 


elenia 
emerged. 


be happy. And Sisay had 
would soon be worlds away. 
Some ten'miles out of port, Tahr 


Sieied Crovax might have stared at the/bull in 
lief had he not already learned to immediately obey Tahn 
garth’s every utterance. He dropped the lines and: mpcece, 


slumped down onto a broad coil of oe and released : 
gusty sigh. Overhead, the quicksilver sky of’ 
was giving itself to gray twilight, and the 
stretched, green and wild, beneath a dee i 
ening gloom. - 
Crovax’s hand strayed to the hidden’ 
amulet. With a,practiced motion, he 
slid a small glass stopper from 
beneath the gem. 

Selenia emerged. The angel 
moved about him, whirling in gen- 
tle tendrils of magic, of beauty. 
White wisps: slid from his shirt and 

coalesced in’ a faint, shimmering 
presence before him. Gray wings hung 
to either side of the lithe figure, and |) 
sweet, sad eyes stared out of a perfect face. | 
Selenia’s smile was gentle. 
“Tt has been hard, work, Selenia,” Crovax whis- 


1 


pered into the sea air. “And, this isn't exactly the perfect ft 
hap, or the perfect crew, but we are away from Urborg. And | 


we're together. », 
She seemed to'breathe in the thought, and a shimmer of 


_pleasure: moved through her cape form. aneleee me, 


Love, and nothing will keep us‘apart.” . 

“Not yet, darling,” Crovak said sony ‘Not uly are 
far away, alone’ and free.” 

“That. will. be soan,” ,she-said, -theuighe her voice ‘Yias ei 
tinged’ with sadness. Her figure suddenly dissolved into a4 | 
cloud of fireflies that swirled abotit the man an@ bore him 
up from ‘the coiled ropesito peer over the rail.“Behold!” 

Crovax stared. “The Weatherlight rode no longer on bil 
lows'and sea foarn; but on winds and’clouds, A’ flying ship! 
There was indéed much more to it, than’ met the eye. 
Ecstatic, Crovax glanced. back,toward the weighty world, } 
they left behind. Jamuraa was merely a flat black clotion 
the horizon. The ‘sun ‘set sullenly behind. it Taking a 
thrilled breath, Crovax: peered, ahead. Tehe sky, beckoned, 
darkening into night. # ; 
Rob King’s first Magic nqvel, Time Streams, is due out in 
May of 1999. The third book of the Artifact cycle, Time 
Streams ‘ells of the destruction and reclamation of Urzas 
Tolarian Academy and the creation of the Weatherlight, 


Magic: The Puzzling 


BY MARK ROSEWATER 


BRIAN (siackiGREEN|RED! 


L’CHAIM 
(To Life) 


our opponent is Brian. You 


>: Add ® to your mana pool. 


and Ae pave Bera playing a SWAMP [2] FOREST FERTILE GROUND 
Standard game. Due to 

numerous life-gaining cards, Brian 

has managed to gain an amazing YOu [BLUE|WHITE] 

amount of life. Also, thanks to an 

early Planar Void, you have no cards in 

your graveyard. To make matters 

worse, you have just drawn your last 

card, an island. Since you will lose 

next turn, when you are unable to 

draw, you need to win this turn. It is 


the beginning of your main phase. 


Defeat Brian this turn without losing. 


BRILLIANT HALO FAITH HEALER SOUL SCULPTOR 
2/3 1/1 

Angelic Chorus G#*# Planar Void ® Serra Avatar 4 HH Soul Sculptor Q* 
Whenever a creature Whenever a card is put Serra Avatar has power and &#, @: Target creature 

comes into play into a graveyard, toughness each equal to becomes an enchantment 

under your control, remove that card from your life total. and loses all abilities until 

gain life equal to the game. When Serra Avatar is put a player successfully casts 

that creature’s into a graveyard, shuffle a creature spell. 

toughness. Serra Avatar into owner’s 


library. 
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NO CARDS IN HAND OR GRAVEYARD 88 LIFE REMAINING 


Whenever ww pliver successfully 
cxatva spell, Splstiocd deals 2 
es 


ENRAGING LICID 1/1 THUNDERING GIANT PLANAR VOID SPELLSHOCK 


(enchanting 4/3 
Thundering Giant) 


MOUNTAIN (4) 


NO CARDS IN LIBRARY OR GRAVEYARD 1 LIFE REMAINING 


Bape Ve dallon! Bippliiy Medallion Wippl Nakallow 
4 \ 


SAPPHIRE MEDALLION SAPPHIRE MEDALLION SAPPHIRE MEDALLION SERRA AVATAR 
(currently 1/1) 


ANGELIC CHORUS ANGELIC CHORUS DOUSE ORIM’S PRAYER DISCORDANT DIRGE STEAL ENCHANTMENT 
(7 counters) 


YOUR HAND 


CONFISCATE ENCHANTMENT SHOW AND TELL TIME SPIRAL MONK REALIST ISLAND 
ALTERATION 1/1 
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Didija Ever 
Wout tCE 2 


mal t’s easy to remember the focus of a piece of Magic artwork. The real 


question is remembering the small details. See if you can identify which 
Urza’s Saga or Rath Cycle card each image originates from. 


awoubosjay 
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NOTLATOS 


Step-by-step solutions to last 
month’s “Magic:The Puzzling” 


BY MARK. ROSEWATER 


[Published in Duelist #30, p. 100] 
The solution to this puzzle was exactly 
what the title promised. 


1) 
2) 
3) 


Draw your Look at Me, I’m the DCI. 


Take 1 damage from your tapped Mana Vault during upkeep. You are now at 6 life. 


During your main phase, tap an island, three plains, and tap and rip up your Blacker Lotus 


(just ‘cause you can) to add one blue and seven white mana (five used as generic) to your 


mana pool. 
4) 


Use two white and five colorless mana to cast Look at Me, I’m the DCI naming “Island 


Sanctuary.” Tabitha removes Island Sanctuary from play. 


5) 
her graveyard. 
6) 
and loses the game. 


heave aay 0 he PCa wpa 
i | IN BND OUT 


| [Published in Duelist #31, p. 70] 

| To defeat Linda you must deal 38 damage, so 

| examine what cards you have that can deal 

| some serious damage. The cards you have in 
| play cannot deal enough damage. In your 

i hand you have Bravado, which can help, but 

| youll need a lot more creatures. 

| UPKEEP PHASE 

1) Tap one swamp and one forest and sacri- 

| fice Blood Vassal to add three black and 

| two green (one used as generic) mana to 

| your mana pool. In addition, use Thran 

_ Turbine to put two generic mana in your 

| mana pool. 

_ 2) Use one green mana and tap and sacrifice 

| Elvish Lyrist to destroy Planar Void. 

You need to get rid of Planar Void so you can 

| use Victimize on two creatures later on. 

3) Use two generic mana (from Thran 
Turbine) and tap Endoskeleton to add 
+0/+3 to Retromancer. Retromancer is 
now a 3/6 creature. 

Do this to protect Retromancer from 

Pestilence. 

4) Use three black mana to activate Pesti- 
lence three times. This deals 3 damage to 
Linda and all creatures in play, destroying 
your Dark Hatchling and Priest of Gix. 
Linda is now at 35 life. Due to Urza's 

| Armor you take no damage. 

| Pestilence deals some necessary damage to 

| Linda and puts your creatures in the grave- 

| yard, allowing you to return them to play with 

| Victimize. Plus, you destroy Parasitic Bond so 

you won't take its damage. 

5) Take 1 damage from Parasitic Bond. One 
damage is prevented by Urza's Armor. 

You are nowat 1 life. 

| 6) Use one generic mana to activate Karn’s 

| ability and animate your Thran Turbine. 

| You will use Karn’s ability to activate all your 

_ artifacts to boost your Bravado. 


2 


Use one blue mana to cast Vision Charm to put the last card in Tabitha’s library into 


Declare the end of your turn. Tabitha is unable to draw a card during her draw phase 


DRAW PHASE 
7) Draw Goblin Offensive. 
MAIN PHASE 


8) Tap aswamp, seven forests, and five moun- . 


tains to add one black, fourteen green 
(all used as generic), and five red mana 
(two used as generic) to your mana pool. 
9) Use three generic mana to activate Karn’s 
ability three times, animating your Worn 
Powerstone, Endoskeleton, and Urza's 
Armor. 
10) Use one black mana and two generic mana 
to cast Victimize. Sacrifice Thran Turbine 


to return Dark Hatchling and Priest of Gix _ 


to play. When Dark Hatchling comes into 
play, destroy Linda’s Opal Archangel. 
When Priest of Gix comes into play, add 
three black mana (all used as generic) to 
your mana pool. 

Returning Dark Hatchling to play removes 

Linda’s only blocker while Priest of Gix gets 

you additional black mana. 

11) Use one red and one generic mana to cast 
Bravado on Karn. Karn is now a 10/10 
creature. 

12) Use two red mana and thirteen generic 
mana to cast Goblin Offensive. Put twelve 
1/1 goblins into play. Karn is now a 22/22 
creature. 

13) Attack with Retromancer (3/6), Karn 
(22/22), the animated Worn Powerstone 
(3/3), and the animated Urza’s Armor 
(6/6). Deal 34 damage to Linda. Linda is 
now at 1 life. 

14) Tap the last swamp to add one black mana 
to your mana pool. 

15) Use the black mana to activate Pestilence 
once. Pestilence deals 1 damage to Linda 


| 


and all creatures in play, destroying all your _ 


goblins and Karn. Linda is now at 0 life. 
You wait for this last point of damage since it 
will destroy your goblins, limiting the effect of 
Bravado. 


~) Magic Tricks 


____ Your BIGGesT Fan 


[Published in Duelist #31, p. 72] 
As the title suggests, this puzzle revolves around 
Giant Fan. With two Voltaic Keys, you can use 
your Fan three times. But you must use it wisely. 

UPKEEP PHASE 

1) Tap and sacrifice Lotus Blossom to add ten red 
mana (nine used as generic) to your mana pool. 

2) Sacrifice Legacy’s Allure to gain control of 
Kevin's Wall of Roots. In response, Kevin 
could choose to add one green mana to his 
pool and put a -0/-1 counter on Wall of 
Roots. 

Whether Kevin activates the Wall or not, you may 

still activate it. You mainly need a -0/-1 counter 

on the Wall, so you don't need to get mana if 

Kevin already added the counter. 

3) IfKevin has not activated Wall of Roots, add 

one green mana to your mana pool and put 

a -0/-1 counter on Wall of Roots. It is now a 

0/4 Wall. 

Use two generic mana and tap Giant Fan to 

move the -0/-1 counter on Wall of Roots to 

Crovax the Cursed—making it a 5/5 creature. 

Sacrifice Wall of Roots to Crovax to satisfy its 

upkeep. Crovax is now a 6/6 creature. 

Use one red and two generic mana and sacri- 

fice Torch Song to deal 2 damage to Seg- 

mented Wurm, thus destroying it (an 
additional -1/-1 counter gets put on the 

Wurm when it’s targeted, making it a 2/2 

creature). 

You need to remove all of Kevin's blockers. 

7) Use one generic mana and tap Voltaic Key to 
untap Giant Fan. 

8) Use two generic mana and tap Giant Fan to 
move a +1/+1 counter from Spike Worker to 
Crovax. Crovax is now a 7/7 creature. 

9) Use one generic mana and tap the second 
Voltaic Key to untap Giant Fan. 

10) If you did not add green mana to your pool 
earlier, you now tap Gemstone Mine to add 
one green mana (used as generic) to your 
mana pool. 

11) Use two generic mana and tap Giant Fan to 
move another +1/+1 counter from Spike 
Worker to Crovax, destroying Spike Worker 
and making Crovax an 8/8 creature. 

You destroy Kevin’s Spike Worker by removing its 

two +1/+1 counters. 

12) Tap Essence Bottle to gain 2 life. You are now 
at 5 life. 

13) Pay 3 life to add a +1/+1 counter to 
Souldrinker. Souldrinker is now a 3/3 crea- 
ture. 

DRAW PHASE 

14) Draw Krovikan Plague. 

MAIN PHASE 

15) Attack Kevin with Crovax (8/8), Souldrinker 
(3/3), and Stronghold Assassin (2/1), dealing 
13 damage. 


4) 


5) 


6) 


THE DUELIST DECEMBER 1998 


75 


our First choice For the bese 
in science Fiction 


Vv Fill out and mail with your payment to this address: 


NAME (please print)__ 
PSD iinee. - iF aed chet te A aa NS ee 
i ee 4 STATE/PROV. 


COUNTRY. 


2 EMAIL 


TELEPHONE (__ 


METHOD OF PAYMENT 
(1) CHECK (payable to Amazing Stories) 


MASTERCARD OVISA 1 DISCOVER 


CREDIT CARD NUMBER 


J hte MC BANK NO. 


SIGNATURE 


To Canadian addresses 
CO) 4 issues for $14.95 
1 8 issues for $29.95 
O 12 issues for $44.95 

U.S. FUNDS 


To U.S. addresses 
1) 4 issues for $10.95 
8 issues for $19.95 
12 issues for $29.95 


. Ain! 


STORIES - 


‘ef tae ies oes et oe I 


ZIP/ POSTAL CODE 


OC BILL ME (must be 18 or over) 


EXPIRATION DATE 


DATE 


To European addresses* 
() 4 issues for £9.95 (4001H) 
C1) 8 issues for £19.95 (8001M) 
LJ 12 issues for £29.95 (1201J) 


ONLY 
Amazing is a registered trademark of Wizards of the Coast, Inc. © 1998 Wizards of the Coast, Inc. All rights reserved. Illustration by Bob Eggleton: 


* 


» 


the [ ~~ 


Me WMT 4 
Ny, 


Amazing® Stories 
Wizards of the Coast, Inc. 
P.O. Box 469107 
Escondido, CA 92046-9107 
or fax: 619-738-4805 


*Send European orders to: 
MRM Promotional Services Ltd. 
P.O. Box 503 
Leicester 
LE94 DAD 
United Kingdom 
Phone: 44-185-841-0510 


For fast service, email us at 
amazing @pcspublink.com. 


For credit card orders, call 
. 1-800-395-7760 


(M-F 9am—5pm PST) 
and mention code AAS98 


All prices are subject to change without notice. 


Subscription offer 


A983 


car 


by Cory Herndon 


78 Reports on Trading Card 
Games 


Doomtown’s Black Jack gets experi- 
enced. Plus all the latest and greatest 
Card and Electronic Game News. 


80 Ringside 


Wolfgang Baur knows that if you're 
going to run the empire with no 
Emperor, you'll need a Crane. 


82 Arms and the Scotsman 


Daneen McDermott of the clan McDer- 
mott looks at the latest Highlander 
expansion, Arms & Tactics. 


84 Anthologically Speaking 


Cory and Michael say the Star Wars 
Second Anthology will give teeth to 
your troopers and moxie to your TIEs. 


86 Dune the Right Thing 
S. Micah Zdunich will help you choose 
the Dune House that stillsuits you. 

88 Painscape 


Rick Moscatello examines a contender 
for 1999's RPG of the year: Interplay’s 
Planescape: Torment. 


90 Head to Head 


Rick Moscatello returns! This time, he 
puts Quake Il and Unreal into a jar to 
see if they fight. 


o, youre not looking at a K 
publicity shot from the a/ BLAC 


e) 


next Deep Space Nine mirror 
universe episode. Meet experi- 
enced Black Jack from Doom- 
town episodes 7-9. The man in 
black sports a slightly reduced 
ghost rock cost (10, down from 
11) as well as one less influ- 
ence—three instead of four. But 


his bullet rating remains the 


same, and as you can see, he Jackson is 
obviously knows how to use 
those pop-guns of his. pretty darn 


self-confident 
after having 
knocked over 
Sweetrock’s 
holdings in 

the First Bank 
of Gomorra. 


Black Jack, as always, comes 
into play Wanted and stays that 
way. As evinced in his flavor 
text, however, this Jackson is 
pretty darn self-confident after 
having knocked over Sweetrock’s 
holdings in the First Bank of 
Gomorra. He'll step in and allow 
you to perform the first action in 


a shootout when he’s in your 


posse. Go ahead, send in the long 
arm of the law—Black Jack will 
Pistol Whip their sorry tails all 
the way back home. 

Erik Yable of the Deadlands: 
Doomtown design team is jus- 
tifiably proud of this new take 
on the outlaw leader. “We can 
see people using the new experi- 

enced mechanic to flip back and 
forth between versions of power- 
ful characters.” 

This gives players a lot of flex- 
ibility and allows them to get the 
power they need when they need 
it. Other characters that will be 
getting the experienced treat- 
ment include Maze Rat Captain 
Sim Yut-San, Nicodemus 
Whateley, Nash Bilton (who's 
now a drifter!) and Sioux warrior 
Little Running Bear. Watch for 
our special Doomtown Episode 
7-9 preview next issue. 


Cory Herndon once 


ate a 72-ounce steak 
just to make a point. 


Seattle-based Crave 
Entertainment recently 
previewed their upcom- 
ing PlayStation RPG, 
Shadow Madness. This 
Clever title is set on a 
run-down planet (where 
magic works, natch) and 
follows the adventures 
of Stinger, a youth who's 
just lost everyone in his 
village to a horrible 
attack. Along the way, 
he’s joined by a warrior 
woman or two anda 


pugnacious robot with 
a literal barrel-chest. 
Gameplay looks very 
nice, and the dialog 

is quite clever and 
engaging 


DRAKAN, the new fan- 
tasy adventure title from 
Psygnosis that looks 
ready to finally place that 
company firmly on the 
map, will be released in 
January 1999. You con- 
trol Rynn, a babe-a- 


licious warrior who must 
stop an evil sorcerer 
while riding a giant flying 
dragon. Cool. 


In a bold environmental 
initiative, Bungie has 
announced that if you 
send them your CD of 
StarCraft, Age of 
Empires, or Total Anni- 
hilation, they'll give you 
$10 off your pre-order 
for Myth tl: Soulblighter. 
This move, says Bungie’s 


THE DUELIST 


Doug Zartman, is 
expected to save count- 
less tracts of plastic 
trees. Check out 
www.bungie.com for 
more information. 


New targets galore are 
available in Activision’s 
Quake II Mission Pack 
G 
to all the new enemies 
and power-ups, the 
long-missing chainsaw 
is in this pack! 


round Zero. \n addition 


~ 
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Card Game News 


ALJENS PREDATOR (HarperPrism, New York City) 

January 8, 1999 will be the day that AP players finally get their hands on the long- 
awaited Alien Resurrection expansion. The set focuses on the hit film, although the Preda- 
tors will be getting a few boosts as well. Zehrapushu’s Hans Rueffert says that the cards 
themselves will also be getting a facelift. “The earlier designers had to make use of pub- 
licity photographs for a lot of their images, which left you with a grainy, murky texture. 
We have access to a full library of film stills, making the images much cleaner.” Card 
names and types will also be more distinct, and all humans won't necessarily be consid- 
ered “marines,” which certainly makes future expansions more flexible. “After all,” says 
Rueffert, “we're still talking to Danny Glover, and he couldn't exactly be a marine.” The 
second expansion, Atmosphere, will introduce vehicles and outdoor locations. For a pre- 
view of a semi-vehicle, be sure to check out Griess’ Wheelchair in A/en Resurrection. 


AvP@zehrapushu.com www.zehrapushu.com 


BABYLON 5 (Precedence, Tempe, AZ) 
November 1 is the day that The 
Great War comes upon us all. 
Three-hundred and fifty (!) 
new cards will send B5 fans 
into a frenzy. In addition to 
experienced versions of main 
characters (such as Sheridan 
Reborn and G’Kar Enlight- 
‘ened), Precedence’s Paul Brown 
says that new direct-win agen- 
das “will really speed up the 
pace of the game. This is a 
really militaristic expansion, so 
expect things to move fast and 
furious.” Brown also mentioned 
new “contingency cards” that 
you will be able to “seed” (in a 
manner of speaking) under a 
card and flip up when the time 
is right, having a certain effect 
on play. 

Psi Corps, co-designed by 
Shadowfist’s José Garcia, is 
slated for March. Odds are that 
collectors will be able to chase 
after a Bester card autographed 
by Walter Koenig, so keep one 
eye open. Later in 1999, War 
Without End will allow B5 
fans to play as the Shadows and 
Vorlons, although the cards will 
be non-collectible and not 
compatible with the TCG. 
Brown also indicated that a 
Crusade expansion will intro- 
duce characters and fleets from 
the B5 spin-off. A separate 
Crusade TCG is also ahead. 
b5@eternity.com www.eternity.com 
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HIGHLANDER (Thunder Castle Games, Kansas City, MO) 

The Four Horsemen will come riding into a local 
hobby shop near you on November 30. Watch for 
a slew of cards from the fifth season of the now- 
defunct TV series. New immortals include Kronos, 
Caspian, Silas, and Babylon 5’s Tracy Scoggins— 
a.k.a. Cassandra—and expect the popular Methos 
to make an appearance or two as well. The Ramirez 
Edition hits shelves in March 1999. Thunder Castle 
says that they’re still experimenting with creative 
ways to picture the titular character, as Sean Con- 
nery has not granted permission to use his likeness. 
TCGames@ aol.com www.tcgames.com 


OVERPOWER (WildStorm Productions, San Diego, CA) 
The X-Men OverPower expansion is slated to hit 


- stores in November, joining the indie faves in 
_ Image OverPower, Nothing is scheduled after the 


a. fee however—I'll bet Magneto is behind 
.. opgrr!@ aol.com www.marvel.com/sw/overpower/ 


SHADOWRUN — “4 
(FASA Corporation, Chicago) A 
The 90-card Corp J —Y4 


War expansion is 
still on FASA’s 
schedule, but it most 
likely won't hit until 
the end of the year. 
Further expansions 
are on hold and the 
Second Run revision 
of the original game 
has been canceled. 
Hopefully, we'll 
have more news on 
Shadowrun after 
November 1998. 
FASAInfo @ aol.com 
www.fasa.com 


STAR TREK CCG (Decipher) 
Revised “playable out of the box” starters for the unlimited oe a 
bordered Premiere set should now be in stores. The rulebook has gotten _ 
a long-needed overhaul, boxes have received a cosmetic redesign, the 
decks utilize a new sorting technique, and eight new black-bordered 
premium cards are included. Expect to see six new missions, one new — 
outpost, and an event that lets affiliations work together—but isn't a 
‘treaty. November will be assimilated by the Enhanced First Contact 
packs, with premium cards that focus mainly on the Borg The Domi 
ion is set to invade the Alpha Quadrant in December. 
and thirty cards introduce the Dominion af 
oun, the Founders, the Jem'Hadar), n 
of course, the black-bordered 


MJDDLE-EARTH: THE WJZARDS 
(Iron Crown Enterprises, Charlottesville, VA) 

The Balrog really, truly, honestly will 
be in stores at about the same time as 
this issue of The Duelist. This set 
focuses on the fearsome demon that 
killed the wizard Gandalf in the 
mines of Moria. The Dwarf Lords and 
The Elf Lords are now indefinitely on 
hold, as I.C.E. has plans to re-release 
the original game in a format that’s a 
little easier to learn and features more 
of a focus on Tolkien’s story. Games 
will also most likely be a little shorter. 
Mike Reynolds of Iron Crown hinted 
that this new version might simply be 
called The Lord of the Rings CCG. 


ice@ironcrown.com www.ironcrown.com 


STAR WARS CCG (Decipher, Norfolk, VA) 
Enhanced Premiere Packs featuring 
new versions of six popular main 
characters (Vader, Luke, Han, Leia, 
Boba Fett and Obi-Wan) should 
now be in stores, giving newcomers 
an easy way to jump into the game 

in midstream. The massive 300-card 
Special Edition expansion should be 
out in a few weeks. This set will also 
include the “Star Wars Rules V2.0,” 
new versions of the mains, as well as 
all the gizmos, knick-knacks and 
doodads that Lucas added to the 
films last year. In December, look 

for the white-bordered Revised 

Hoth set—and early in 99, the Rebels 
make their stand on Endor. 
CCGCustomerService@ decipher.com www.decipher.com 
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Inside the Industry 


by Wolfgang Baur 


The Crane Clan is associated with 
victory through honor more than any other fac- 
tion in the Legend of the Five Rings (L5R) 
trading card game. Widely seen as effete 
courtiers, their reputation as lightweights is just 
half the story. Beneath those impeccable robes 
the Crane are masters of politics, striving for 
their goals with a remarkably strong 
will. True, they use their 
political connections to 
get what they want, but 
they also fight to the 
death for what they 
believe in. The duelists of the Kakita school 
are second to none. And their ability to sur- 
prise their enemies through diplomatic 
feats keeps everyone guessing. 


The Crane kicked Imperial butt in the new 
Jade Storyline format at the Origins and GEN- 
Con LS5R tournaments, though the corrupt Lion 
took the top slots. At DragonCon ’98, the Crane 
won outright. In the strict Jade format, restricted 
to cards available in the Jade Edition and cards 
from the Hidden Emperor expansion, the Crane 
have gained a number of new strengths and must 
face new obstacles. Despite the loss of many 
important personalities and cards—including 
Shinsei’s Shrine, Doji Hoturi, and the famous 
poet Kakita Shijin—the Crane remain stronger- 
than-ever contenders for the title of “Rokugan’s 
most powerful clan.” Here, then, is an overview 
of the Crane as they currently stand and the fun- 
damentals of Crane strategy. 


Wolfgang Baur may be 

best known for his work as 
a game designer on the 
Alternity RPG, but his 
101 E-Z Bar-B-Q Crane 
Recipes 1s a certified 


bestseller in France. 


Basic Crane 
The Crane have three great strengths: honor, 


80 DECEMBER 1998 THE DUELIST 


They use their political connections 
to get what they want, but they also 


fight to the death 


for what they believe in. 


f Courtly Victory 


RISING Rane 


With the Emperor missing, who runs the Emerald Empire? The Crane, of course. 


dueling, and control of the Imperial Favor. Using 
these tools, the classic Crane deck is always either 
a strict honor-runner or an honor-runner com- 
bined with some degree of dueling. 

Traditionally, the classic exploding Crane deck 

uses the Crane stronghold ability (the stronghold 
may bow to gain two honor), Kakita Shinjin, and 
honor production like Fantastic Gardens and 
Shinsei’s Shrine to generate upwards of 10 honor 
a turn. In fact, a smooth-running Crane deck can 
win a game in six'turns. Cards like To Do What 
We Must take out a Crane samurai and its ene- 
mies—and gain more honor via the poet. But in a 
Strict Jade tournament, the Shrine, the poet, and 
even To Do What We Must are unavailable. 
What’s a courtier to do? 
Since the beginning of Hidden Emperor, we've 
seen signs of a more militant Crane: 
New personalities like Daidoji Rekai 
and traditional Crane favorites like 
Strength of Purity make it possible to 
build a Crane deck with enough teeth 
to go on the offensive—and add the 
battle-win honor to their total. In these 
decks, destroying a province is a bonus; 
the offensive is all about generating 
additional honor. 

Finally, given the great honor-producing 
potential of all Crane decks, the Imperial Favor 
remains one of the Crane’s greatest weapons. 
Grab it early and don’t let go. Also, don't forget to 
use your Favor-granted card-drawing power as 
well as the ability to send a unit home bowed. 
Though it’s tempting to save the favor for 
defense, it can also be used offensively; surprise 
your opponent by sending his defenders home, 
allowing your troops to march to victory. The 
Emperor owes the Crane more than a few 
favors—make the Imperial Palace bureaucracy 
work for you. 


Key Cranes 

The Crane are a rich clan, able to rely on Ports 
and Marketplaces for the gold needed to bring 
Jade Works, The Hiruma Dojo, and Sanctified 
Temple into play effectively. Just as important as 
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the clan’s gold holdings are its honor- 
producers: Typically, these include Fan- 
tastic Gardens and (again) Sanctified 
Temples. 

The key Crane personalities include 
Doji Kuwanan and Doji Yosai, both of 
whom produce 3 honor when brought 
into play at full price. Also consider 
Daidoji Rekai from Hidden Emperor, a 
cheap 3/3 samurai featured in episode 1 
with a fine ranged attack as a bonus. In 
addition, cards like the Shiryo no 
Hoturi ancestor and Doji Chomei can 
provide special abilities that your deck 
may need (extra honor for dueling and 
offense, respectively). The experienced 
Doji Kuwanan is a Tactician. 

If it’s dueling you're after, you'll 
need Kakita Toshimoko, either in the 
original version or in the new Experi- 
enced 2 “Grey Crane” version, which 
you can overlay to avoid its higher 
gold cost. Though he is now 
unaligned, the Grey Crane is even 
more fearsome with a Chi of 8 and 
Double Chi! Though he may never 
refuse a duel, the odds that Kakita will 
lose one are dizzyingly small. In addi- 
tion, consider Doji Reku, who wins all 
ties in dueling. Remember that the 
great disadvantage of dueling is how 
quickly it can take over your entire 
Fate Hand, and focusing will run you 
out of cards quickly. Consider a Ring 
of the Void to allow you to refresh 
your hand as necessary. 


Tricks of the Crane 


A few cards in the new environment 
are sure to give any Crane deck fits, 
but especially Kinsada’s Funeral and 
Otomo Banu. Of the two, Otomo 
Banu is less annoying: his low Chi 
makes him easy duel-bait, and his 
ability stalls an Honor Victory rather 
than preventing it outright. Kisada’s 
Funeral, on the other hand, requires a 
careful decision—a Crane player must 
either reconstruct his deck to play with 
one or more elemental Rings (most 
likely the Ring of Fire, Earth, or 
Void), or the Crane must feel confi- 
dent about destroying an opponent’s 
province. Either way, the Crane deck 
has to work harder to win when the 


Funeral proceeds. 

An amusing variant is to power an 
army of oni and dishonorable actions via 
the Crane’s ability to recover from any 
honor loss. I like to call this type of mil- 
itary Crane deck an “oni-runner.” Cards 
like Oni no Akuma, Oni no Ugulu, Oni 
no Tsuburu, and Kyoso no Oni all cost 
honor to bring into play, but Crane can 
produce enough honor to recover and 
still hold the Imperial Favor. When the 
Emperor loves you, he’s willing to over- 
look a little consorting with demons (as 
long as it’s just a little!). 

Finally, if you are playing Crane in 
the Extended Jade format, you have 


Stronghold: 


some important additional weapons at 
your disposal. The most important 
cards include Asahina Uojin, Merchant 
Caravans, His Most Favored, Iaijitsu 
Art, Be Prepared to Dig Two Graves, 
To Do What We Must, Focus, and 
Ancestral Sword of the Crane Clan. 
The underrated Imperial Levying 
either gives you an honor boost or 
removes the largest military threat 
against you: It’s a win-win event for 
Crane. If you feel especially sneaky, 
throw in the clan sword of the clan you 
fear most, perhaps Lion. Soon your 
opponents will learn to fear the mighty 
Crane! @ 


The Esteemed House of the Crane 


Dynasty Deck (45 cards) 
Personalities 
3 Daidoji Rekai 
3 Daidoji Uji 
1 Daidoji Uji Exp. 
3 Doji Chomei 
3 Doji Kuwanan 
1 Doji Kuwanan Exp. 
3 Doji Reju 
3 Doji Yosai 
Holdings 
1 Charter of the Crane 
3 Fantastic Gardens 
3 Jade Works 
3 Marketplace 
3 Port 
2 Sanctified Temple 
2 Stables 
3 The Hiruma Dojo 
Events 
1 Emperor’s Peace 
1 Imperial Gift 
1 Naga Storm Mirumoto Mountain 
1 Selection of the Chancellor 
1 The Hidden Emperor 


Fate Deck (40 cards) 
Actions 
3 Block Supply Lines 
2 Counterattack 
3 Entrapping Terrain 
3 Jaijitsu Challenge 
3 Jaijitsu Duel 
3 Kharmic Strike 
3 Rallying Cry 
3 Refugees 
1 Ring of Earth 
1 Ring of the Void 
3 Show Me Your Stance 
3 Strength of Purity 
2 Strike with No-Thought 
3 Superior Tactics 


Stems 
3 Tetsubo 


Ancestor 
1 Shiryo no Hoturi 
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Highlander 101 


The Basics 


Your attacks target one (or more) areas of a 
3 x 3 grid. On your opponent's turn, he or 
she gets an opportunity to defend the area 
you targeted by either blocking or dodging. 
If your attack gets through, your opponent 
takes 2 damage from each of your attacks. 
Then the tables turn—defend and attack, 
defend and attack. 

You can play cards only on your turn, and 
no more than one “special” card (location, 
object, event, or situation) per turn. These 
cards may allow you to make more than 
one attack per turn or affect the game in 
other ways. 


Turn Sequence 


© Sweep Phase (remove cards from 
previous turn) and “beginning of turn” 
effects, including must-do effects and 
may-do effects. 

Defense Phase 

Attack Phase 

Ability Adjustment 

Draw Up/Discard Down (to your ability) 


Some Keywords 


Ability: Your score or health. You start 

with 15 points and lose the game when 
you start your attack phase at 0. Your 
maximum hand size is equal to your ability. 
So as you take damage, your card-playing 
options diminish. 

Endurance: Your draw pile. When you 
draw the last card, you lose 5 points of 
ability from exhaustion. 

Exertion: To turn over five cards of your 
endurance to push your limits: for example, 
making an extra-large attack (Power Blow), 
blocking an extra-large attack (Power 
Block), or searching for an attack or a 
defense. A player can make no more than 
one exertion per turn. ——D.M. 


r 


Daneen McDermott ts a Watcher. 

She hopes someday to catch that 
ever-elusive 5,000-year-old immortal 
Methos and join him for a pint. 
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The Highlander 


In the Highlander universe, created by 
Gregory Widen more than ten years ago, 
there walk immortals: exceptional individ- 
uals who do not age, and who cannot die 
unless one takes another’s head. An 
immortal who takes the heads of others 
receives their power, their essence, their 
quickening. As immortals have wandered 
the world over the centuries, they have 
practiced and refined their sword-fighting 
abilities. Compelled to challenge one 
another to duels, in the end there can be 
only one. 

Playing a game of Highlander allows 
players to reenact duels or encounters 
between two immortals. You play cards 
representing attacks, blocks, and dodges 
simulating swordplay. You also play special 
cards that help simulate the setting, 
equipment, and strategies that your cho- 
sen immortal prefers. 


Of the Clan MacLeod 

Thunder Castle Games published the ini- 
tial Highlander card set in August of 
1995. Designer Mike Sager based this 
Series Edition on the characters in the syn- 
dicated TV series about the adventures of 
Duncan MacLeod, cousin of the original 
film highlander Connor MacLeod. The 
Series Edition offered players eight 
immortals to choose from and established 
the game mechanics with these basic card 
types: personas, representing your immor- 
tal; situations, which stay on the table to a 
lasting effect; events, cards with a quick 
one-time use; objects that help your 
immortal, and the combat cards—attacks, 
blocks, and dodges. 


Second Coming 

A year later Thunder Castle released the 
Movie Edition, which added six immortals 
from the films, and new card types like 
locations and edges. Players waited 15 
months for the next 100-card expansion, 


the Watchers Chronicles, which added four 
more immortals, their warchers, allies, sig- 
nature cards, and the “sweep phase.” The 
Gathering was the next expansion to hit 
hobby stores, while the Methos and Dun- 
can collections were only available directly 
from Thunder Castle. 

Finally, after a resurgence in popularity 
and a heavy schedule of demo tours at all 
of the summer's major conventions, Thun- 
der Castle is back on track with the latest 
release, one that drastically alters the bat- 
tlefield—fittingly called Arms & Tactics. 


There Can Still Be Only One 


These 267 cards return the focus to the 
TV series. Five new immortals debut 
along with prone mechanics, “Weapons of 
Choice,” and icons, and crystals. Thunder 
Castle Games also issued a few tweaks to 
the rules—no more unprovoked guards; 
discards during defense are allowed (if 
you're not attacked); and the Dirty Tricks 
cards have been clarified. 

Arms & Tactics offers four new generic 
immortals with slightly different deck 
construction rules—these will add some 
variety to the so-called “Bob” (generic 
immortal) tournaments. Unique immor- 
tals include Duncan's friend Ceirdwyn, 
and four nasties from seasons two through 
four: Kanis, Kanwulf, Martin Hyde, and 
Paul Kinman. Ceirdwyn and Kanwulf 
have abilities that give them multiple 
attacks, while Kinman’s ability should 
prove lethal to anyone but Connor. Ceird- 
wyn, Kanis, and Hyde also get some pow- 
erful persona-specific cards to support 
them. Expect to see plenty of players 
using Arms & Tactics immortals. 


The Arms 


Weapons of Choice are pre-game cards 
that further affect your abilities by simulat- 
ing the advantages and disadvantages of 
certain weapons. Sometimes the bonuses 
clearly outweigh the drawbacks, and in 


some cases the drawbacks can be reduced 
or practically negated by an immortal’s 
ability or by other in-game cards. 

Benefits range from so-so (the Broad- 
Bladed Spear allows you to attack after 
backing away, but you have no hidden 
attacks) to spectacular (the Rapier 
affords you an extra attack). Other 
Weapons of Choice include well-known 
blades like the Claymore, Duncan’s 
Katana, and the brutal War Axe. 


The Tactics 


Highlander players are familiar with dis- 
armed mechanics, but new cards in Arms 
&¥ Tactics may cause players to become 
prone—in other words, knocked on their 
butts. At the beginning of the prone 
player’s turn, he or she has a chance to 
recover. Otherwise, penalties affect 
duelists in this undignified position. 

Hand icons track whether your immor- 
tal has a free hand to hold a second 
weapon—even if that weapon is some- 
thing as temporary as a hurled baseball. 
Players cannot have more than two hand 
icons in play, and cannot perform certain 
actions with more than one hand icon in 
play. 

The gold-foil-enhanced crystals are 
played before the game begins, allowing 
players to reduce the required number of 
basic attacks and/or blocks in their decks. 
While players are limited to six pre-game 
cards per deck, crystals don't count 
toward that limit. 

Arms &§ Tactics delivers several new 
cards like Dueling Ground that encour- 
age multi-attack decks (including two of 
the immortals). Many cards will help 
players out of “hand-clog” situations by 
cycling cards, while others discourage 


— 
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decks that damage your opponent with 
events rather than attacks, especially 
locations such as Slaughter House, Ring 
of Fire, and Joe’s. The Circle, with two 
major effects (restricts dodges and power 
blows), may be the most powerful Loca- 
tion in the set. 


Duelist 


A Swing and a Miss 


There were two major snafus that hurt 
players in this set, and one that is actually 
a benefit. The due/ist cards are a cool 
concept—three cards that must be 


played in the correct order to have their 
effect. Unfortunately, a printing error left 
out En Garde, the first part of the 


choosy J mmortals Choose Quality 
1 Arms & Tactics | 


combo, making the duelist cards 
unplayable (Thunder Castle Games will 
print En Garde in a future expansion). 

Also problematic, the Quality Blade 
card for the Saber was printed with the 
name Claymore. To add to the confu- 
sion, the Claymore has its own “real” 
Quality Blade. In this case, Thunder 
Castle plans to errata the Quality Blade 
that bears the image of the immortal 
Luther to be used with the Saber. 

The only other major misprint is a 
boon to players—the uncommon version 
of Focus has the same beneficial text as 
the rare version, so players will actually 
get a rare card as both a rare and an 
uncommon. 


Signed, Sealed, 

and Decapitated 

Every starter deck now contains all the 
basic attacks and blocks, making them 
legal for sealed-deck play. However, many 
combo cards (“Play in conjunction 
with...”), piggyback cards (“You may play 
this card if...”), and reaction cards (“If 
your opponent...”) in Arms €& Tactics are 
better suited for constructed decks. As 
usual in the sealed-deck format, you'll 
want to pull a lot of cards out of the deck, 
or risk getting stuck with unplayable 
cards later. You'll most likely need to take 
out weapon-specific, reserved, and signa- 
ture cards (unless you got very lucky and 
popped the appropriate rare persona 
and/or Weapon of Choice). 

I wouldn't recommend playing sealed 
deck with this expansion, but it certainly 
shows a lot of promise ahead for the 
Highlander TCG. It’s good to see that 
this unique and original game will neither 
burn out nor fade away any time soon. Mf 


ee 


¢ Rules of the Game takes the focus of the game 
back to sword-fighting. 

© Quality Blade (Claymore) completely negates 
the disadvantage of the Claymore Weapon 
of Choice. 

© Quality Blade (Saber) is almost as good as 
Quality Blade (Claymore). 


\ 


¢ Alaine/Jakob/Myra (Ceirdwyn) are also available 
to generic “Bob”—and let you save some 
of those great cards you might exert your 
way past. 

© Combination (Kanwulf), like Fitzcairn’s combina- 
tion, can give either immortal (or a “Bob”) 
some really tough-to-stop special attacks. 


¢ Master Trick (Hyde) gets rid of Masters in an 
opponent’s hand and deals damage to boot. 

© Stalk (Hyde), an unblockable, undodgeable 
attack, can be made into a headshot. A 
game-ender if there ever was one. 


Everybody, now...“There can be only one.” 
-D.M. 
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Here are a few serving suggestions... 


Back to the End of 
the Beginning 


They say you can’t go home again, but the forces 
of the Rebellion should seriously consider it. Two 
new Light side premium cards included in the 
specially packaged Second Anthology offer the per- 
fect opportunity to revisit the verdant—and sud- 
denly cloudy—moon of Yavin 4. 

The rebels will want to start with the Massassi 
Throne Room, as well as The Signal. Your starting 
effect will depend on what’s hot in your area— 
if your opponent starts with Tatooine: Jabba’s 
Palace, you will want to go for Yarna D’al’ Gargan. 
Otherwise, look at Do, Or Do Not, or Ultimatum. 


Yavin 4 Ladies’ Room 


On the surface of Yavin 4, you'll want to rely on 
the ladies in charge. Leia Organa and her gal- 
pal Mon Mothma make a capable team based 
at the Massassi War Room. Leia, of course, 
can lead an early strike force of Troopers, but 
you might want to save her for the Leia of 
Alderaan effect. Mon Mothma will want to 
hole up in the MWR so that she can sub- 
“*\ tract 1 from each Imperial battle destiny in 
space, lending crucial cover to your starfight- 
ers. Also while in the War Room, she’ll add 2 to 
the forfeit of all non-unique rebels anywhere. 
Finally, Ms. Mothma will allow you to begin 
pulling out the bulk of your ground forces for this 
deck. No matter where she is, Mon Mothma 
allows you to pull out non-unique Rebels and 


deploy them straight from the reserve deck. You boosting the drain where appropriate. © —c.H. 
T 3 3 
rooper 1 Han Solo 1 Ambush 
Doo er 1 Leia Organa 4 Control 
1 Luke Skywalker 2 Nar Shaddaa Wind Chimes 
1 Mon Mothma 3 Rapid Deployment 
Cory Herndon beat long-time 3 Rebel Trooper Recruits 2 Rebel Barrier 
Sieh Sait, Clouds 14 Rebel Troopers 
champion Jek Porkins in last Yavin 4 


2 Sic-Six 


3 
; 4 ci ilD 
ear’ Yavin 4 pie-eatin 1 Yavin 4: Briefing Room 1 Tibanna Gas Miner 1 Civil Disorder 
ele Woke h he he bin =: Jungle 1 Do, Or Do Not 
: § 1 Yavin 4: Massassi Ruins tarsi 1 Leia Of Alderaan 
forced to bow out of the 1 Yavin 4: Massassi War Room 1 Gold Leader In Gold 1 1 Mantellian Savrip 
swimsuit category. 1 Yavin 4: Throne Room 3 Gold Squadron Y-wing 1 Ultimatum 
(Starting Location) 1 Red Leader In Red 1 1 Yarna d’al’ Gargan 
3 Red Squadron X-wing 
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The Star Wars Second Anthology introduces six powerful new cards to the mix. 


might pick one of those Rebel Troopers who have 
been hanging around in reserve since the Premiere 
edition was released, or perhaps the flagrantly sac- 
rificial Trooper Recruit. These troops will help 
protect powerful lone rebels from the currently 
popular He Hasn't Come Back Yet trick. 


Strength in Numbers 

One at a time isn’t usually fast enough for an effec- 
tive Trooper deck, and that’s where Rapid Deploy- 
ment comes in. This 5-destiny lost interrupt lets 
you deploy up to five troopers from your Reserve 
deck at -1 each (in the case of Rebel Troopers and 
Recruits, that’s free) getting them out of Monnok’s 
way and into your opponent's face. 

Other cards from more recent Star Wars 
expansions add flavor and pain. Cover the skies 
with Red and Gold squadrons, and watch for 
opportunities to recycle Force with the squadron — 


arding the play of multiple non-unique 
giving you great retrieval options, and 
-destiny to boot. Yarna d’al’ Gargan 
, for better or worse, is known as 
) will protect all of those Troopers, 
rom Monnok. The old standby 
rotect your forces from getting 


“The Fat La 
and starfighter 
Rebel Barrier 
too spread out. 

Two aliens from 
lend help to the rebel c 
hurt on opposing pilots and preyent quick-move- 
ment interrupts like Elis Helrot. The Libanna Gas 
Miner will put the teeth into your cloud’'strategy, 


t two sets will stop by to 
Sic-Six will put the 


TIE Machine 


When I was a kid, I thought TIE Fight- 
ers were the coolest. When I started play- 
ing the Star Wars CCG, I played with 
four in my first deck. I'd use them to run 
interference for my Imperial Star 
Destroyers, where they deployed for free. 
Decks were loaded with 1-destiny cards 
and that one TIE usually satisfied attri- 
tion. The affair couldn’t last, however—I 
soon realized that a pilot would do just as 
well, or even better, 

Well, thanks to Second Anthology, TIEs 
just got better. Every set has added to 
TIE viability, and this deck’s got all those 
cards. The trick is the new Flagship 
Operations effect, which transforms 
TIEs into killing machines. Instead of 
putting FO on any old ISD, the goal here 
is to guarantee immunity to Alter by 
slapping it on the mighty Execufor. I’ve 
included three copies of the big E and 
some hefty force generation to get the 
ship out within the first few turns. 


Twi lek Advice 
Although there are three Twi’lek Advi- 
sors, you don’t necessarily want to use one 
as a Starting Interrupt. Their primary 
purpose is to ensure that you'll get Flag- 
ship Operations when you need it, as well 
as any other effect you currently need. If 
metagame conditions in your area dictate 
that you need to protect yourself from a 
first-turn insert, for instance yyou might 
want to consider starting i 
tance. If Senses and A 
sider There Is No Try. 
Even if you don’t get the Executor 
quickly, you should still be able to field a 


Cloud City 

Executor: Comm Station 
Executor: Holotheatre 
Executor: Main Corridor 
Executor: Meditation Chamber 
(Starting Location) 

Hoth 

Kashyyyk 

Kessel 


decent fleet by the third or fourth turn. 
Sometimes that’s more important than 
going for the combo, especially if your 
opponent sets up an early force drain. 
You'll want to draw as many cards as pos- 
sible for the first two turns, or until you 
have all the cards you need. 

Once the Executor is out, you should 
have no trouble playing up to five Execu- 
Remember, although Star 
Launch Bay becomes an 


tor sites. 
Destroyer: 
Executor site when deployed next to a 
“teal” Executor site, it can only be deployed 
when the ship is on the table. By the time 
all the pieces are in place, you should have 
a Twi'lek Advisor or even Flag- 

ship Operations itself in your 
hand. Deploy as many Launch 
Bays as you need to bring your 

total Executor sites up to five, 


and the party can begin. 


Dense Destiny 

With Flagship Operations 
in play, all your TIEs deploy 
-1, your capital ships 
deploy -3 to the same sys- 
tem as a TIE, and your TIEs are 
destiny +2. The worst cards in the deck 
(TIE/ns) are suddenly not so bad. A TIE 
Fighter which used to be power 1 and 
destiny 1 becomes power 2 and destiny 3. 
Remember, the bonus is to TIEs, not to 
any specific kind of starship. So, not only 
do the individual fighters get better, but 
TIE squadrons get the bonus three times 
over! For example, Death Star Assault 
Squadron would cost 9 to deploy (3 at the 
Launch Bay), has a 15 power and 7 des- 
tiny. By the same token, TIE Assault 
Squadron becomes a 6 power and whop- 


Kiffex 
Star Destroyer: Launch Bay 
Tatooine 


Control 
Yavin 4 ve 


Atmospheric Assault 


Counter Assault 


ping 9 destiny. The best part? They 
deploy by replacing three TIE/Ins at a 
system. By replacing one squadron with 
another, you might see those destinies of 
9 on your next turn! 

There are quite a few uses for destinies 
of 7 and 9. Besides battle, you can use 
Imperial Reinforcements to retrieve up to 
nine TIEs from your lost pile (squadrons 
count as three TIEs)—pretty good force 
retrieval. Once you've set up your des- 
tinies with either Reactor Terminal or 
repeated TIE Assault Squadron deploy- 
ments, Counter Assault could win you the 
game in one sweeping loss of force. 


Chain Reactions 
Keep in mind that TIE 
Vanguards allow you to 
deploy as a “react” to their 
location. Even with no active 
force, you may still be able to 
go from one TIE Vanguard to 
4 or more ability. Without 
Flagship Operations, Atmos- 
pheric Assault allows you to 
deploy a TIE Assault Squadron 
for free with no replacement. 
With Flagship Operations, all of 
your TIE Fighters (TIE/In) deploy for 
free. Also, Black Squadron TIEs deploy 
-2 to the same location as Vader, who just 
happens to be represented by the Death 

Star Assault Squadron. 

Despite what Freud might say, the 
Executor was designed to strike fear into 
the hearts of the Rebels, and Flagship 
Operations gets all of your Imperial ships 
up and running at peak efficiency. So go 
ahead, TIE one on—you'll be glad you 


did. 


——M.M. 


Imperial Reinforcements 


Black Squadron TIE 

Death Star Assault Squadron 
Dreadnaught 

Executor 

Obsidian Squadron TIE 

TIE Assault Squadron 

TIE Fighter 

TIE Vanguard 


Tarkin’s Orders 
Twi’lek Advisor 


Flagship Operations 
Imperial Decree 
Reactor Terminal 
Resistance 
Tentacle 
There Is No Try 


Michael Mikaelian is the 
Player's Guide editor of 
The Duelist, but if these 
new droids work out we 
plan on letting him put 
in his application to the 
academy next year. 
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ack in the fall 
of 9/; Last«.Uniedrn 
Games and Five Rings 
Publishing released the 
Dune: Eye of the Storm 
trading card game. Based 
on the incredibly popular 
Dune universe created by Frank Her- 
bert, Dune immediately attracted a 
core of gamers drawn by innovative 
game mechanics and a faithful inter- 
pretation of the novel. One of the 
game’s most intriguing aspects is the 
creation of your own Minor House. 
Players decide, depending on their 
style of play and strategic preferences, 
which of the Great Houses will spon- 
sor and support the endeavors of the 
self-created Minor House. Great 
Houses provide the homeworlds and 
allies that form the core of any deck. 
The original Eye of the Storm release 
allowed players to choose sponsorship 
from a stable of six Great Houses. The 
Judge of the Change expansion added 
three more to the list. Be sure to 
choose wisely—and often—before the 
Thunder at Twilight expansion brings 
sweeping changes to the sands of 
Arrakis. 


Heeeeeeey, My Corrino 

At the center of Imperial politics sits 
the Padishah Emperor Shaddam IV, 
ruler of the known Dune-iverse and 
head of House Corrino. Sporting the 


And how can this be? 
Because §. Micah Zdunich is 
the Kwisatz Haderach! 
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second-most powerful troops in the 
game, the fierce Sardaukar Battalion, 
Corrino allegiance lends itself to battle 
decks. Commander Aramsham makes 
a capable leader for any invasion force, 
while the non-unique Levenbreche 
aide, with two command and direct, is 
invaluable. Jareh Benquiat is a remark- 
able ally with the ability to steal spice 
from vanquished deserts. The Change 
of Fief event and the Judge of the 
Change decree make you certain to 
gain control of Dune, providing you 
get them on the table. Corrino spon- 
sorship is a good choice for beginners 
as the battle deck is one of the most 
basic and powerful in the game. 


Turn On Your Heartplug 
House  Harkonnen, malevolent 
scourge of the spaceways, appeals 
directly to those thirsting for that vil- 
lainous edge. Strongest of the 
Harkonnen traits is intrigue. Piter de 
Vries captures any persona vanquished 
during an intrigue rite. This powerful 
ability allows you to play fewer per- 
sonae with the assumption that you 
can swipe your opponents’ personae 
during the course of the game. 
Intrigue rites initiated by Harkonnen 
agent Pardee don’t count against your 
House limit, allowing you to double- 
team your opponent. The Harkonnens 
are no slouches when it comes to com- 
bat either. Glossu Raban has three bat- 
tle and two command with the ability 
to direct. Harkonnen troops have an 
excellent strength/cost ratio, offset by 
relatively poor resistance. Harkonnen 
sponsorship lends itself to deadly bat- 
tle/intrigue combination decks. 


Allies on Arrakis 


Right Thing 


Jurgen Prochnow 

Never Looked So Good 

Led by Duke Leto the Just-Plain- 
Delicious, House Atreides is the obvi- 
ous choice for die-hard fans of the 
novels. Anticipating this, perhaps, the 
designers have made it one of the most 
difficult Houses to play well. Fortu- 
nately, an excellent cast of allies flocks 
to the Atreides banner. Gurney Hal- 
leck is a formidable warrior who’s 
especially proficient against Harkon- 
nens. Paul Atreides, deadly with a 
blade, has the rare skills of prescience 
and weirding. Master of Arms Dun- 
can Idaho slices and dices like a late- 
night Ronco special, while mentat 
Thufir Hawat melts the minds of your 
opponents. However, allies are a mixed 
blessing. You must petition them, 
which can be expensive, and they take 
up space in your Imperial deck that 
you might have used for charters and 
fiefs. Jacks of all trades, yet masters of 
none, Atreides sponsorship is recom- 
mended for the veteran player able to 
use a scalpel rather than a sledge. 


Sisters Do It for Themselves 


Like the current flowing just under the 
surface of the water, the Bene Gesserit 
Sisterhood has infiltrated every level 
of civilization, manipulating the power 
by making themselves 
invaluable aides to those ostensibly in 
power. Consequently, the Sisterhood 
excels at currying favor, one of the key 


structure 


elements of victory. Favor alone, how- 
ever, will not secure victory. Effective 
use of this House requires a deft 
touch. They have no battle strength to 
speak of and little in the way of arbi- 
tration. You must capitalize on their 


Onz 4HVW 


strong prescience and virtual 
monopoly of the weirding 
ability. Weirding Combat 
makes the Sisterhood formi- 
dable duelists while the Voice 
Command venture allows you 
to take control of your oppo- 
nents’ personae. These power- 
ful cards make for some tough 
ladies, but pack them in multi- 
ples to be effective. Definitely 
for the experienced player. 


Winners Don’t Use 
Drugs, Navigators Do 
Commonly referred to as the 
Freemasons of space, members 
of the Spacing Guild are some 
strange dudes. Physically 
altered by massive infusions of 
melange, they maintain power 
via their monopoly over inter- 
stellar travel. Guild sponsor- 
ship lends itself well to 
arbitration/intrigue decks. 
Dorvin Saeth makes for great 
defense as he can counter both 
intrigue and arbitration. Liscia 
Theirese is a powerful ally able 
to discard aides vanquished 
during intrigue rites. This is an 
excellent tactic for clearing 
away CHOAM Delegates and 
other 
leaving your enemies vulnera- 
ble to arbitration rites from 
heavy-gun allies such as 
Oberon and Gauvir Mucca. 
Guild allies also possess the 
rare prescience ability, useful 
for manipulating events. An 
excellent sponsor for the 
player with a little finesse. 


Sietch Mentality 

If you've a hankering to spill 
your enemies’ blood across the 
length and breadth of Arrakis, 
Fremen sponsorship is the 
choice for you. With the most 
powerful troops in the game 
and a ruthless cast of allies, 
this House is loaded for bear. 
The Fremen Battalion is 


arbitration counters, 


expensive but has a whopping 
four strength, four resistance. 
Place a couple of them under 
the direction of Otheym, 
Warrior of Sietch Tabr, an ally 
who’s immune to all counter 
operations and tactics! Not 
limited to battle alone, Fremen 
personae also have excellent 
dueling ability. Pugnaciously 
loincloth-clad Jamis is three 
duel, and like Otheym is 
immune to all counter opera- 
tions and tactics. The Fremen 
are arguably one of the most 
powerful Houses in the game, 
making Fremen allegiance a 
strong base for battle/duel 
decks. Fremen strategy is 
clear—control Dune, produce 
spice, and gut anyone who so 
much as looks at you sideways. 


Contribute to the 
Delinquency of 

a Miner 

The Spice Miners Guild 
(introduced in episode 1 of 
Judge of the Change) has an 
unprecedented ability to bene- 
fit from the control and pro- 
duction of melange. A number 
of powerful holdings drive this 
point home. Shield Wall Bases 
produce two solaris for every 
desert you govern—while their 
homeworld, The Shield Wall, 
can be engaged to disengage a 
target desert. Strong allies help 
protect your spice fields. Omri 
Brrrican can initiate arbitration 
rites against deserts and direct 
when doing so. Mess’r Coss is 
great defense, able to counter 
in battle and arbitration rites. 
Hebe, Seer of the Sands, 
engages to subdue Dune 
events, providing defense 
against Sandworms or pulling 
the teeth from your oppo- 
nents’ Spice Blows. Ideally 
suited for spice/arbitration 
decks, the Guild 


makes an excellent sponsor. 


Miners 


Water of Love 

Cool, clear, refreshing water. 
The stuff of life. Control of 
this crucial commodity on 
Arrakis makes the Water Ped- 
dlers Union a force to be reck- 
oned with. Not particularly 
well-suited to traditional rite- 
based decks, the Union is a 
tricky House to play. They 
have a phenomenal ability to 
generate solaris. Their home- 
world, the Northern Polar 
Sink, generates three plus X 
solaris where X is the number 
of cities deployed by all play- 
ers, making it consistently one 
of the most valuable holdings 
in the game. Manipulation of 
favor is another Union strong 
point. “Lida Banfi and the 
Water Marshal both make 
excellent adjusters. 
However, favor and _ solaris 


favor 


won't win a game—you must 
have spice. Try throwing a few 
CHOAM Restructuring 
Events in your deck, then 
bump up your favor and buy 
your way to victory using 
ready cash. A great sponsor for 
solari/favor decks. 


Sir Will You Please 
Step Back through the 


Metal Detector 


Though the pinstripe suits 
and tommy guns have been 
replaced with stillsuits and las- 
guns, the Mafia by any other 
name is still the Mafia. The 
Smugglers are, perhaps, the 
most innovative of all the 
Houses. Strong in 
battle and intrigue, 
they also throw some 
clever cards and abilities into 
the mix. False Wall South, the 
Smuggler Homeworld, may 
engage to retrieve one of the 
top five cards from your dis- 
card pile. Esmar Tuek can 
engage as a tactic to dump 
cards from your hand in 


exchange for cards from your 
House deck. Unique to the 
Smugglers is the ability to sell 
resource cards from your hand 
via the Smuggling Revenues 
charter and the Feige Treazal 
ally. This ability allows you to 
stock your deck with expensive 
aides and equipment with the 
idea that they can be used or 
sold, as the situation warrants. 
Aimed squarely at the merry 
prankster, Smuggler sponsor- 
ship makes for a good 
battle/intrigue deck with some 
real flexibility. 


Ride That Worm 

One of the best TCGs to hit 
the shelves in a long time, 
Dune appeals to the novice as 
well as the veteran. With a 
deceptively simple game 
mechanic, it allows any num- 
ber of differing, viable strate- 
gies, staying true to the “plans 
within plans” of the novels. 
Compared to other TCGs, 
Dune requires a smaller stable 
of cards to build effective 
decks—most of the powerful 
Imperial cards are pre-sorted 
in the starters. Take a good 
look at the cards you have, 
think carefully about the type 
of strategy you feel best suits 
your style of play, choose a 
sponsor, and dive in. The uni- 
verse can be yours if the 


House is right. 
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by Rick Moscatello 


While Interplay hopes their soon-to-be released Baldur’s 


Interplay to Unleash Torment on Unsuspecting Gamers 
i. 


Gate will be the hottest release of 1998, theyre hard at work prepping 
Torment—a serious contender for best RPG of 1999—for a spring release. 


Interplay’s Torment 


orment is set in the strangest 
T (by definition) AD&D setting: 
Planescape. The Planescape 
universe was created by Dave “Zeb” 
Cook and deals with the “outer 
planes,” where many of the weirdest 
monsters in any game can be found. 
The action in Torment opens in the 
city of Sigil—a sort of nexus for the 
outer planes. Scattered throughout 
the city are portals leading to liter- 
ally anywhere in existence. 

Your character, “The Nameless 
One,” awakens one morning on a 
cold slab in a mortuary, with no 
memory of who he is or how he 
got into Sigil. The quest for self- 
identity is a major priority; in fact 
it’s the central focus of the game. 
You think you've played this kind 
of game before, you say? Well this 
time around, your character is very, 
very special. 

You are immortal and have lived 
thousands upon thousands of lives. 
Your only real weakness is that 
when you're injured badly enough 
to kill an average mortal, you forget 


Rick Moscatello forgets everything 
he ever wrote whenever he wakes 

up anywhere. He blames his own 
personally brewed “Fergettin’ Sauce.” 
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everything you've ever learned. 
Luckily, you'll remember things 
well enough once youve been 
reminded, so if you bump into the 
right person, he/she/it might well 
remind you about a particularly 
powerful spell you once knew. 
Bump into the wrong person (say, 
somebody you screwed over in a 
previous life), and you might find 
yourself back in the mortuary. 

Once the game begins, you no 
longer forget anything when you 
die, and that change of pace is yet 
another mystery to solve. In fact, 
that’s one of the design goals for 
the game—getting killed can actu- 
ally advance the plot (what better 
way to figure out that someone 
doesn’t like you than to be slaugh- 
tered by that person?). “Unlike 
other games where getting killed is 
just an excuse to reboot the 
machine, in Torment the player 
will need to get killed from time to 
time!” says Guido Henkel, senior 
producer of the Torment team. 

An interesting variety of allies 
help you along on your quest. Most 
everything on the outer planes is 
downright wacky by human stan- 
dards, and your allies are no excep- 
tion. The first, Morte, is a flying 
skull with an absolutely acerbic 
attitude. His sharp taunts have an 
irritating effect on your opponents, 
but he’s also a good source of 
advice. Other allies include an ani- 
mated suit of armor, a modron (a 
walking cube, for lack of a better 
description), and a celibate suc- 
cubus. 

Torment will also have some of 
the most advanced (and spiffy) 
graphics on the market. Like Bal- 


dur’s Gate, Torment uses the Bioware Infinity 
Engine. The difference between the two games 
is that the isometric Torment viewpoint zooms 
in a bit closer, allowing the player to see more 
detail. The design team made a point of pushing 
the Bioware engine to its limits in this case, as 
well. Where a spell in some other game might 
envelop the target in a ball of fire, Torment 
spells lift the target up, spin it at three hundred 
rpm, and zap it from eight different sides with 
lightning bolts while thunder rolls in the back- 
ground. Not many foes will survive that sort of 
treatment! Background graphics are also elabo- 
rate—large machines and pillars of skulls are all 
animated with exceptional detail. 

This game is not for children. A strong horror 
theme runs through the story (to which Morte’s 
sarcastic humor is a counterpoint), with an 
emphasis more on gore than violence. The 
Nameless One can’t be killed, remember, so he 
might exploit his recuperative powers by chop- 
ping his own arm off to escape a trap (don’t 
worry, it'll grow back). Getting flattened by a 
large boulder might be a crushing disappoint- 
ment, but it might also be the only way to disarm 
another snare. You might well pluck out your 
own eye and replace it with the eye of a creature 
with superior vision. Suffice it to say that some 
of the puzzles here are a bit more...um...“imagi- 
native” than what you might find elsewhere. 

The strong puzzle-game component doesn’t 
betray the emphasis on roleplaying. Since you've 
presumably already been a level 25 whatever at 
some point in your past, character development 
requires interaction with NPCs who may have 
known you before. You'll often have to make 
ethical choices on how to deal with them since 
your own actions throughout the game will 
determine your alignment as well as your skills. 

Torment promises to be one of the most orig- 
inal RPGs ever to hit the market. With a unique 
setting, an unusual character, and a compelling 
storyline (except maybe the “wake up with total 
amnesia” device), prospects are very good for 
Torment to be a groundbreaking game. Mf 


... and spells, 
magical items and 
monsters, character 
kits, weapons 

and powers, 

and proficiencies ... 


DRAGON” Magazine 
expands the AD&D® 
universe each month 
with game articles 
you can use in your 
own campaign. Each 
issue also includes 
the latest game and 
book reviews, Sage 
Advice, interviews 
with your favorite 
authors and artists, 
and more! 
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by Rick Moscatello 


id Softwares DOOM 
set the standard 


for online gaming: 
easy-to-learn, simple- 
to-play, and bloody as 
hell. Since then, 
id's done nothing 
but build upon that 
success with DOOM II, 
Quake, and, naturally, 
Quake II. When you're 
on top, everyone 1s gun- 
ning to take you down. 
Epic Megagames’ 
Unreal 1s the latest 
contender, and if “trash 
talk” were a category, 
Unreal would be the 
winner already, with 
‘RIP Quake IT 
stamped on the front 
of the box. Let’ see 
how these games 
compare in the stuff 
that matters... 


He’ called Rick Moscatello 


because... he ts. 
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Graphics: Fluorescent. Wow! Talk about bright, He 
shiny colors! Unfortunately, most areas are 
annoyingly dark, keeping a player from going es 


dazzle-happy. 

Storyline: Simple. You're a lone marine—er, 
prisoner—trapped on an alien world, with 
no qualms about killing stuff on the way out. 


Good thing story isn’t an issue for this type _ 


of game. 


Gameplay: Slick. It’s simple to configure this 


game so it plays just like Quake. Is this game _ 


a “Quake-killer” or a “Quake-clone?” 

Sex: Some. You get to pick your character's 
look, including gender—and the females 
wear the standard politically incorrect non- 
uniform. This would be quite a boon for 


guys in a multiplayer game, which leads us to _ 


the next category... 
Multiplayer: None. Only LAN multiplayer 
games work right now, and that’s just not 


kosher for this type of game. 


Violence: Inferior. The bodies disappear aftera 


bit, which cuts into a player's ability to do 


some hardcore redecoration of the landscape. _ 


Guns: Adequate. Only the uniqueness of the - 


alien weapons, and their dual uses, keeps the a 


killing interesting. 


Music: Effective. Some songs really “put you in 


the mood” for some gaming fun. 

Puzzles: Aggravating. Stumbling around dark 
halls, lit by dim multicolored lights, is only 
fun when you've got things to kill. The lev-_ 
els are a bit too linear, and it’s all-too-easy to 
miss good stuff with no clear way to go back 
and get it. 

Al: Slippery. Many of the hostiles in this game 
have awesome evasive actions. It’s almost 
worth using up ammo just to watch them 
duck and dodge. 

Hardware Requirements: Unreal! The “mini- 
mum requirements” on the box are bogus. 
You need a 3D accelerator card and a high- 
end computer with plenty of RAM to take 
this game out of first gear. 


Graphics: Gray. Gray goons and gray guns are 


Quake || 


good, but gray gore? With a color-blind 
palette that uses all 512 different shades of 
gray, Quake II looks like artistically tal- 
ented dogs oversaw the design. 


Storyline: Simple. You're a lone marine, 


trapped on an alien world, with no qualms 
about killing stuff on the way out. Again, 
good thing nobody plays these games for 
the story. 


Gameplay: Slick. While the default configu- 


ration requires three hands to play com- 
fortably, you can tweak the settings in just 
a matter of seconds to have your character 
bouncing around and swapping weapons 
like Schwarzenegger. 


Sex: None. There’s not much here to titillate 


your average teenage boy, but that’s just as 
well. Gray girls just ain’t attractive. 


Multiplayer: Flawless—OK, so it’s mostly 


flawless, with 17 patches since its release. 


Quake II is the standard for online play. 


Violence: Plenty. Not only can you kill your 


opponents “mostly dead,” you can render 
them “completely dead” in an explosion of 
body parts. Gotta love it! 


Guns: Excellent. While the chainsaw is dearly 


missed, the weapons (even the “Nerf gun” 
you start with) are all fun to operate and 
have a nice kick. 


Music: Good. While id didn’t quite recapture 


the visceral glory of DOOM'’s soundtrack, 
most of the background has a pleasing 
rockin’ beat. 


Puzzles: Annoying. Does anybody really play 


these games to spend hours wandering 
around gray halls, trying to figure out 
which secret piece of lint to push? 


Al: Poor. Once you understand how the bad 


guys “think” and move, there’s almost no 
excuse for getting shot by any of them. 


Hardware Requirements: Merciful. A 166mhz 


with plenty of RAM and no 3D card can 


give an enjoyable experience. 


Although Epic clearly put much thought into Unreal’s single-player levels, Quake II is still “the top 
gun’ of first-person online shooters. Unreal’s massive (and misrepresented) system requirements, cou- 
pled with unworkable (and also misrepresented) online play capabilities, are low blows that make it 
tough to really recommend the game to anyone who hasn't already played Quake II to absolute death. 
Unreal is not the Quake-killer—and there’s still nothing else around that matches Quake II for teeth- 
clenching, gut-wrenching, toe-curling online action. 
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@ Urza's Saga™ Limited format with Booster Draft finals 


@ $250 to First Place finisher 


@ The deadline for advance phone registration 
is 5:00 p.m.on the Wednesday prior to 
tournament date. Call your local tournament 


All Qualifiers tournaments organizer for event fee information. 


award one invitation to the Pro Tour, 
unless otherwise noted ( ). 


Alaska 


Anchorage 1/9/99 (907) 274-4112 


@ Qualifier tournaments are 
only open to players who 
have. not yet qualified for 
Pro Tour”™-Los Angeles. 


Alabama 
Birmingham 


Huntsville 12/12/98 56) 880-3726 


1/23/99 (oe 753-0030 
Arizona 


Phoenix 1/10/99 (714) 444-4566 New Jersey 
Edison 


12/13/98 (eo) 852-2442 
Edison 


California 1/17/99 (800) 852-2442 
Los Angeles area 8 
Los Angeles area (2) 


SF Bay area i 


12/26/98 
1/16/99 
11/28/98 
12/19/98 
1/9/99 


714) 444-4566 
714) 444-4566 
650) 947-0398 
650) 947-0398 
'650) 947-0398 


Nevada 
Las Vegas (4) 


New York 
Alban 
New York 
New York 
Rochester 
Rochester 
Syracuse 


Ohio 
Cleveland 
Columbus 
Columbus 
Columbus (2) 


Oklahoma 
Tulsa 1/23/99 


Oregon 
Eugene 


1/23/99 (336) 889-9900 
SF Bay area (2 
SF Bay area (2, 
1/30/99 
12/19/98 
1/23/99 
12/6/98 
1/24/99 
1/9/99 


212) 633-6320 
212) 633-6320 
212) 633-6320 
716) 427-2190 
716) 427-2190 
212) 633-6320 


Colorado 


Denver 1/9/99 (303) 366-3977 
District of Columbia 
Baltimore/Washington 


Baltimore/Washington 


1/2/99 
1/30/99 


301) 881-3530 
301) 881-3530 


Florida 
Jacksonville 
Orlando 


11/28/98 '800) 529-3976 
12/19/98 '800) 529-3976 
1/23/99 '800) 529-3976 


12/13/98 (800) 529-3976 
1/30/99 77) 753-0030 
1/2/99 770) 753-0030 
Georgia 
Atlanta 


Hawaii 
Honolulu 


12/26/98 (770) 753-0030 


(316) 946-1055 
1/9/99 (808) 596-8236 
1/9/99 (541) 485-0375 
lowa 

Des Moines (2) 12/5/98 (877) 8LEGION Pennsylvania 
Harrisburg 
Pittsburgh 
Pittsburgh 


Valley Forge 


Tennessee 
Knoxville 


1/2/99 800) 852-2442 
12/5/98 '800) 529-3976 
1/30/99 '800) 529-3976 
12/5/98 '800) 852-2442 


Illinois 
Chicago 
Chicago 
Chicago FH 
Chicago (2) 


11/28/98 (877) BLEGION 
12/12/98 770) 753-0030 
1/9/99 800) 529-3976 
1/23/99 '877) BLEGION 
12/5/98 (770) 753-0030 
Indiana 

Indianapolis 
Indianapolis 


1/2/99 
1/30/99 


317) 773-1370 
317) 773-1370 


Texas 
Austin 
Dallas 
Dallas 
Dallas 
Houston 
Houston 
Houston (2) 
Lubbock 


12/12/98 713) 680-1870 
316) 946-1055 
770) 753-0030 
713) 680-1870 
713) 680-1870 
713) 680-1870 
713) 680-1870 
806) 763-4054 


Kansas 
Kansas City 12/13/98 316) 946-1055 
Kansas City 913) 962-4263 
Wichita 316) 946-1055 
Wichita 1/30/99 '316) 946-1055 
11/29/98 
Louisiana 

New Orleans 
New Orleans 


Utah 
Salt Lake City 
Shreveport 


Salt Lake City (2) 
Virginia 
Richmond 
Richmond 


1/23/99 713) 680-1870 
1/16/99 '316) 946-1055 


1/19/99 
12/5/98 


(801) 968-6365 


12/19/98 i 3 680-1870 
801) 968-6365 


Massachusetts 
Boston 12/5/98 617) 666-5799 
Boston 617) 666-5799 


11/28/98 304) 753-0030 
Boston 770) 753-0030 


1/16/99 '804) 961-6953 


Boston 1/31/99 617) 666-5799 


Michigan 
Detroii 
Detroit 
Detroit 


1/2/99 
770 753+ 0030 


12/27/98 en Se en 8084 
1/16/99 


Washington 
Seattle 
Seattle 
Seattle 
Seattle 
Seattle 
Seattle 


11/29/98 
12/5/98 
12/12/98 
12/19/98 
1/23/99 
1/30/99 


206) 675-1608 
206) 675-1608 
206) 675-1608 
206) 675-1608 
206) 675-1608 
'206) 675-1608 


uceationa: 


call (800)-324-6496. 


? 


or visit 


Minnesota wwe wizarda. com/ProTour. 


Minneapolis 


1/9/99 317) 773-1370 Wisconsin 


Minneapolis 1/30/99 '877) 8BLEGION Madison 1/16/99 (877) 8LEGION 
Missouri Canada 
St. Louis. 12/12/98 (877) 8LEGION Edmonton, AB 1/30/99 403) 483-2669 
Vancouver, BC 1/16/99 604) 521-4471 
North Carolina London, ON 1/31/99 905) 524-5725 
High Point 12/12/98 336) 889-9900 Toronto, ON 1/16/99 905) 524-5725 
High Point 12/19/98 336) 889-9900 
High Point 12/20/98 336) 889-9900 
1/2/99 336) 889-9900 
High Point 1/9/99 336) 889-9900 


YAHOO! 


Wizanos oF the Const, Magic: The Gathering, Urza’s Saga, and 
Magic: THe GarHeRING Pro Tour are trademarks of Wizards of the Coast, Inc. 
©1998 Wizards of the Coast, Inc. 


Nebraska 
Lincoln 


1/9/99 


| 
1 
f 
. 
. 
. High Point 
(402) 434-5056 


| THUNDER’ & LIGHTNING" cagps, internat 


THE SUPERSTORE FOR COLLECTIBLE CARD GAME: 


wT 
eae) VIARKETPLACE 
out-of-print 


Supplies and 
es available 


} ' 
| Telephohe/Catalog: 213-341-5600 


{| Fax: 213-341-5611 (24-Hours) ELES, CA 90041 
International: 213-341-5600 , RODA AND MT: ROYAL) 


4 
Web site: 
‘ : DAILY GAMEPLAY 
www.ticards.com SANCTIONED & NON-SANCTIONED 
TOURNAMENTS 


Mailing Address: 4 
P.O. Box 41-1148 
Los Angeles, CA 90041 


- £ : 
Wizards of the Coast, Inc. (“Wizards”), the Duelist publications and Wizards’ 
subsidiaries do not endorse, authorize or otherwise participate in the secondary sale 
3 of Wizards’ products or the valuation of these products for saleon the secondary 
to change * No cancel _ market. The prices listed by the advertisers provided herein are for informational 
TEEPE Pe ee We purptess only and are not endorsed or otherwise ratified by or on behalf of Wizards. 


Fe 


im GUN alen New York's 
NIKOLG I #7 Magic™ Source 


[international Mail-Order or Serial . 


Ypen 7 days a | Noon until M. @ All major credit cards accepted 


We buy and sell single Magic cards 


| Juzams and Moxes always in stock | i 
| 


122 W. 26th St., 4th floor * New York, NY 10001 


(212) 633-1288 


fax (212) 633-0979 © email — info@nground.com 
wereegs — http://www.nground.com 


Phone: 888-844-8262 
Outside U.S.: 319-338-0086 


Fax: 319-338-1663 Cinec Ge serinotins OF Garin 


| “Official Play Maé ne 


Mail: lguana’s Comic Book Cafe 
123 N. Linn, Suite 1-A 
lowa City, IA 52245 


* Durable, yet soft * 14” by 25” single player // 
* Classic Magic™ images i 
¢ SRP dissae 95 


thalsa ) Game 


‘il —- SRS ee wale _s —~ 372 QD2 
ye Wards! = 
www.iguanas -cbc.com Te . sewnkagvexiorn 
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Yeah... so what... we all do 
Therefore, at J&M Enterprises we'll just let our prices do the talking Far us. 

PS. Some say they will meet or beat our prices... HMmmmm??? 
Then why didn’t they just offer those lower prices in the First place?? 


We accept 


3rd,4th,5th Edition 


Abyssal Specter 
Adakar Waste 

Air Elemental 

All Dual Lands 
Ankh of Mishra 
Bad Moon 

Ball Lightning 
Birds of Paradise 
Black Knight 
Black Vise 
Blinking Spirit 
Bottomless Vault 
Braingeyser 
Brushland 
Carrion Ants 
Carribou Range 
City of Brass 
Clone 

Cockatrice 
Colossus of Sardia 
Control Magic 
Copy Artifact 
Crusade 
Deflection 
Demonic Tutor 
Dingus Egg 
Divine Transformation 
Drain Power 
Earthquake 

Elvish Archers 

Evil Eyes of Orms 
Eye for an Eye 

Fallen Angel 

Feldon's Cane 

Fellwar Stone 

Force of Nature 

Fork 

Fungusaur 

Gloom 

Goblin King 

Goblin Warrens 
Granite Gargoyle 
Greater Realm of Pres 
Hecatomb 

Howling Mine 
Hypnotic Specter 
Hurricane 

Hydroblast 

Inferno 
Instill Energy 
Island Sanctuary 
Tome 
Jester's Cap 
Jokulhaups 
Juggernaut 
Karma 
Karplusan Forest 
Keldon Warlord 
Bees 

Kird Ape 

Kismet 

Knight of Stromgald 
Leviathan 

Lhurgoyf 

Library of Leng 
Lifeforce 

Bolt 

Living Lands 

Lord of Atlantis 
Lord of the Pit 


50 
4.00 
25 


13.00 - 16.00 


1.50 
5.50 
8.50 
6.00 
1.00 
1.50 
3.00 
1.50 
4.50 
3.50 
1.00 
2.00 
6.50 
3.50 
2.50 
2.50 
1,50 
4.00 
5.00 
4.00 
3.50 
2.00 


wend) foc 
| 


Lure 
Magical Hack 
Mahamoti Djinn 
Mana Flare 
Mana Vault 
Meekstone 
Necropotence 
Nether Shadow 
Disk 
Nightmare 
Orcish Squatters 
Order of White Shield 
Orgg 
Ornithopter 
Pentagram of the Ages 
Pox 
Pyroblast 
Pyrotechnics 
The Rack 
Regrowth 
Reverse Damage 
Righteousness 
Savannah Lions 
Sedge Troll 
Sengir Vampire 
Seraph 
Seredib Efreet 
Serra Angel 
Serpent Generator 
Shivan Dragon 
Ring 
Sorceress Queen 
Spirit Link 
Stasis 
Strip Mine 
Sulfurous Springs 
Swords to Plowshares 
Sylvan Library 
The Wretched 
Thicket Basilisk 
Time Bomb 
Time Elemental 
Tsunami 
Underground River 
Uthden Troll 
Vesuvan Doppleganger 
Whirling Dervish 
White Knig! 
Wrath of God 

Arabian Nights 
Ali from Cairo 
Army of Allah 
City in a Bottle 
Diamond Valley 
Erhnam Djinn 
Eye for an Eye 
Guardian Beast 
Ifh-Biff Efreet 
Island of Wak Wak 
Juzam Djinn 
Khabal Ghoul 
King Suleiman 
Library of Alexandria 
Pyramids 
Ring of Maruf 
Rukh Egg 
Sorceress Queen 
Stone Throwing Devils 
Wyluli Wolf 

Legends 

All Hallow's Eve 


25 


190.00 
29,00 
18.00 

110.00 
15.00 
29.00 
10.50 

5.50 
4.00 
2.50 


29.00 


AWN Sic 


ibs astaseranag 


"Visa 
Visa, 
ier 


Chain Lightning 3.50 
Chains of Mephistopheles 16.00 
Cleanse 12.00 
Equinox 1.25 
Eureka 29,00 
Field of Dreams 11.00 
Fire Sprites 50 
Firestorm Phoenix 18.00 
Greater Realm of Pres 4.00 
Hellfire 13,00 
Jovial Evil 11.00 
Killer Bees 6.00 
Land Equilibrium 12.00 
Living Land 16.00 
Master of the Hunt 14.00 
Mirror Universe 79.00 
Nova Pentacle 7.00 
Pendelhaven 4.00 
Recall 8.00 
Relic Barrier 3.50 
Spinal Villain 10.00 
Sylvan Library 6.50 
Thunder Spirit 20.00 
Time Elemental 8.00 
Urborg 4.00 
BETA and UNLIMITED 
PLEASE CALL FOR QUOTES 


Mirage 

Amber Prison 2.50 
Asmira Holy Avenger 1.50 
Bazaar of Wonders 2.00 
Cadaverous Bloom 4.50 
Catacomb Dragon 5.00 
Celestial Dawn 4.50 
Chaosphere 1.50 
Charcoal and all Diamonds 1,25 
Crimson Hellkite 6.00 
Cursed Totem 2.00 
Dissapate 2.00 
Emberwild Djinn 2.00 
Enlightened Tutor 2.50 
Final Fortune 3.00 
Forbidden Crypt 1.50 
Frenetic Efreet 4,00 
Lion's Eye Diamond 50 
Maro 5,50 
Miser's Cage 2.00 
Mist Dragon 00 
Mystical Tutor 25 
Pauper's Cage 2.50 
Political Trickery 2.50 
Polymorph 2.00 
Sacred Mesa 6.50 
Shallow Grave 3.50 
Sidar Jabari 50 
Taniwha 2.50 
Volcanic Dragon 5.00 
Wildfire Emmissary 2.00 
Wordly Tutor 25 
Zirilan of the Claw 2.50 
Zuberi Goldenfeather 2.50 
Visions 

Aku Djinn 2.50 
Anvil of Bogarden 4.50 
Archangel 5,00 
Bogarden Phoenix 2.00 
Chronatog 2.50 
City of Solitude 6.00 
Creeping Mold 1.50 
Desertion 3.50 


CUSTOMIZABLE CARD GAME 


No other ongoing company 
beats our singles prices 


OFFice Hours 


1 1:00 am 7:00 pm (pst) 


Mon - Fri 


For Quotes on any cards 


not listed just 


Phone (510) 337-9700 
Fax (510) 397-9300 


J&M Enterprises 
22 Leonard CE. 


Alameda, CA 94502 


or visit our website 
www.JM-Enterprises.com 


M the price leader in singles For over 3 years 


Diamond Kaleidescope 

Firestorm Hellkite 

Griffen Canyon 

Lightning Cloud 

Natural Order 

Necromancy 

Nekrataal 

Pillar Tombs of Aku 

Prosperity 

Rainbow Efreet 

Relentless Assault 

Retribution of the Meek 

Sands of Time 

Snake Basket 

Stampeding Wildebeast 

Teferi's Puzzle Box 

Tithe 

Vampiric Tutor 

Viashino Dragon 

Viashino Sandstalker 

Wand of Denial 

Zhalfirin Crusader 

Tempest 

Aluren 

Avenging Angel 

Booby Trap 

Caldera Lake 

Coffin Queen 

Cmdr Grevin Il-Vec 

Death Pits of Rath 

Dirtcow! Wurm 

Eartheraft 

Eladamri Lord of Leaves 

Emerald Medallion 

Field of Souls 

Furnace of Rath 

Gerrard's Battle Cry 

Humility 

Intuition 

Medallion 

Mana Severance 

Meditate 

Mirri's Guile 

Sapphire Medallion 

Pine Barrens 

Rathi Dragon 

Recycle 

Scablands 

Scalding Tongs 

Selenia Dark Angel 

Shocker 

Scroll Rack 

Static Orb 

Time Warp 

Verdant Force 
Stronghold 


Amok 
Awakening 
Burgeoning 
Carnassid 
Crovax the Cursed 
Dream Halls 
Ensnaring Bridge 
Evacuation 
Gravepact 
Hermit Druid 
Hidden Retreat 
Horn of Greed 
Intruder Alarm 
Invasion Plans 
Jinxed Ring 


2.00 
4.00 
2.50 
1,50 
4.00 
1.25 
2.50 
2.50 
1.50 
4.50 
7.00 
2.50 
2.00 
5.50 
1,25 
2.00 
4.50 
8.50 
4.00 
2.00 
3.00 
3.00 


3.50 
2.50 
3.50 
3.00 
2.50 
5.00 
3.00 
4.00 
3.50 
3.00 
3.00 
2.50 
3.50 
2.50 
4,00 
4.50 
3.00 
2.50 
5.50 
2.50 
4.50 
2.50 
9.00 
3.00 
3.00 
4.50 
3.00 
3.50 
4.50 
2.50 
9.00 
6.00 


1.50 
2,50 
2.00 
2.00 
3.00 
3.00 
4.00 
2.50 
3.50 
2.50 
2.00 
2.50 
2.00 
1.50 
2.00 


Mindwarper 
Mox Diamond 
Pursuit of Knowledge 
Reins of Power 
Rolling Stones 
Ruination 
Sacred Ground 
Shamen En-Kor 
Shard Phoenix 
Silver Wyvern 
Sliver Queen 
Soltari Champion 
Stronghold Assassin 
Verdant Touch 
Volrath's Gardens 
Volrath's Stronghold 
Warrior Angel 

Exodus 
Cataclysm 
City of Traitors 
Coat of Arms 
Curiousity 
Licid 
Ephemeron 
Equilibrium 
Erratic Portal 
Ertai Wizard Adept 
Exalted Dragon 
Fighting Chance 
Forbid 
Hatred 
Limited Resources 
Manabond 
Memory Crystal 
Mind over Matter 
Miri, Cat Warrior 
Monstrous Hound 
Null Brooch 
Oath of Druids 
Oath of Lieges 
Oath of Mages 
Oath of Scholars 
Ogre Shaman 
Paladin En-Vec 
Pandemonium 
Pit Spawn 
Plaguebearer 
Ravenous Baboons 
Recurring Nightmare 
Seismic Assault 
Skyshroud War Beast 
Sphere of Resistance 
Spike Hatcher 
Spike Weaver 
Survival of the Fittest 
Thalakos Drifters 
Squadron 
Volrath's Dungeon 
Wall of Nets 
Workhorse 

MISC Magic 

Arcane Denial 
Abeyance 
Ancestral Knowledge 
Balduvian Hordes 
Bosium Strip 
Call of the Wild 
Exile 
Fervor 
Firestorm 
Fungal Bloom 


Kjeldoran Outpost 10.50 

Lotus Vale 9,00 

Mana Web 4.00 

Maraxus of Keld 4.00 

Thundermare 5.00 
More MISC Magic 

Argivian Find 1.25 

Aura of Silence 75 

Blanket of Night 75 

Bottle Gnomes 2.00 

Bottomless Pit 50 

Buried Alive 1.50 

Chill 50 

Contagion 15 

Crystalline Sliver 1.00 

Deadly Insect 50 

Dingus Staff 50 

Dismiss 1.00 

Dormant Volcano 15 

Dread of Night 75 

Flickering Ward 1.00 

Force of Will 4.00 

Gaea's Blessing 3.00 

Gemstone Mine 4.00 

Gerrard's Wisdom 1.25 

Goblin Grenade 50 

Goblin Bombardment —_.75.50 

Hesitation 50 

Helm of Awakening 15 

Hidden Horror 1.00 

Horned Sliver 1.25 

Hymm to Tourach 50 

Jackul Pup 

Knight of Dawn 

Light of Day 

Lobotomy 

Memgrim 

Mogg Maniac 

Mundungo 

Orcish Settlers 

Order of the Ebon Hand 

Order of Lietbur 

Orim's Prayer 

Overrun 

Perish 

Pillage 

Phantom Warrior 

Propaganda 

Rain of Tears 

Reprisal 

Scragnoth 

Serra's Blessing 

Soltari Monk 

Soltari Priest 

Steel Golem 

Quicksand 

Uktabi Orangutan 

Wall of Blossoms 

Wall of Souls 

Whispers of the Muse 

Winter's Grasp 


J&M ALSO HAS A 
FULL LINE OF 
STAR WARS AND 
L5R SINGLES... 
JUST ASK 
ALL CARDS ARE NR 
MINT/MINT CONDITION 


Troll And Toad Inc. 


An Antiquities Vault Company 


WE SELL SINGLES FROM: 


95% of all Magic singles in 
stock at all times! 


253 Reynolds Road, Keavy KY 40737 USA 


Phone: 1-606-878-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 


Magic * Middle Earth * Star Wars * Star Trek * 
Rage * X-Files * Jyhad * Netrunner * Guardians * 
Highlander Promos * Simcity Promos * Wyvern 
Limited & Premiere * Legend of 5 Rings * etc. 


SPECIALLY PRICED 
BOXES 
$63.00 
$68.00 


*: Dark Minions $1 
ME: Dragons $19. 
Overpower - DC Str $8. 


ission Control $8 
: Fleer Bstr$8 
Star Trek: Fleer Sur $8. 
Star Trek: Maneuvers$8. 
5th Edition 
Adarkar Wastes 
Air Elemental 
Ankh of Mishra 
Armageddon $7.00 
Black Knight $1.50 
Bottle of Suleiman $2.00 
c Breeding Pit $3.00 
Colossus of Sardia $4.00 
Dance of Many $3.00 
*™ |Deflection $5.00 
w= |Derelor $3.00 
Elkin Bottle $2.00 
Evil Eye of OnmsbyGore $1.50 
Eye for an Eye $2.00 
O}Fallen Angel $2.00 
©|Feroz's Ban $2.00 
Force of Nature $5.00 
+ |Fungusaur $2.00 
c|Hecatomb $3.00 
+= |Howling Mine $7.00 
e Karplusan Forest $8.00 
Killer Bees $2.00 
= Knight of Sromgald $2.50 
* |Leviathan $3.00 
©|Living Lands $2.00 
*=!Lord of the Pit $3.00 
Mana Flare $4.00 
Nightmare $5.00 
ae | Order of the Whte Shield $3.00 
5 | Pentagram of the Ages$4.00 
Pirate Ship $2.00 
Pyroblast $2.00 
© Reverse Damage $4.00 
Sand Silos $2.00 
lSerpent Generator $2.50 
‘|Shivan Dragon $10.00 
a |Sibilant Spirit $2.00 
@ |Stampede $3.00 
Stasis $4.00 
Stromgald Cabal — $3.00 
—(|Sulfurous Springs $7.00 
= |Time Elemental $6.00 
{| Underground River $7.00 
White Knight $1.50 
Winds of Change $2.00 
Xenic Poltergeist $2.00 
Zombie Master $2.00 
Action Figures 
Ash - Smoked $11.98 
Capt. Marvel - Toybiz Excl.$ 13.95, 
Prophet- Black — $15.00 
Six Shooter - Exe. (Bk) $14.00 
Six Shooter - Gold $25.00 
Widow - Regular $10.35 
Additions 
Arena 
Counterspell 
Disenchant 
Fireball 


$9.00 
$1.50 
$2.00 


$6.00 
$18.00 
$25.00 
$19.00 


Payment: all credit cards inc. Diner’s Club, wire transfer, check or money order in US $ drawn 
on US bank, cash (US §, at your own risk), no CODs. Shipping Costs (1-100 

singles): continental USA/APO/FPO/P.O. $5, Other countries and states: Post Office 

(up to $100) $5-$16 or Fedex ($17-$26). Call or E-Mail For Exact Shipping Rates! 


Incinerate $12.00 
Mana Crypt $11.00 
Windseeker Centaur $4.00 
Alliances 
Arcane Denial $1.50 
Balduvian Horde — $7.00 
Balduvian Trading Post $3.00 
Deadly Insect $2.00 
$3.00 
$4.00 
$4.00 
Heart of Yavimaya $2.50 
Helm Of Obedience $4.50 
Kjeldoran Outpost $9.00 
Krovikan Horror $4.00 
Lodestone Bauble $3.00 
Lord of Tresserhorn$3.00 
Pillage $1.50 
Ritual of the Machine $2.00 
Soldevi Digger $4.00 
Soldevi Excavations $2.00 
Storm Cauldron $5.00 
Sustaining Spirit $2.00 
Sworn Defender $1.50 
Varchild's War-Riders $3.00 
Yavimaya Ants $2.00 
Alpha 
[Animate Artifact 
Black Vise 
Bog Wraith 
Celestial Prism 
Control Magic $5.00 
Dark Ritual $2.50 
Dwarven Demo Team $3.00 
Feedback $2.00 
Fireball $2.00 
Giant Growth $1.50 
Gloom $2.50 
Kudzu $10.00 
Northern Paladin $10.00 
Orcish Artillery $7.00 
Power Surge $10.00 
Red Ward $2.00 
Sleight of Mind — $10.00 
Sunglasses Of Urza$10.00 
The Hive $10.00 
Thoughtlace $10.00 
Tropical Island — $32.00 
Wall Of Brambles $2.00 
Wall Of Fire $2.00 
Antiquities 
Argivian Archaeologist $22.00 
Armageddon Clock $2.00 
Candlebrae Of Tawnos$31.00 
Circle Of Prot: Artifacts $2.00 
Coral Helm $2.00 
Drafnas Restoration $2.00 
Gate to Phyrexia — $2.00 
Golgothian Sylex $4.00 
Ivory Tower $4.50 
Jalum Tome $2.00 
Martyrs Of Korlis — $2.00 
Obelisk Of Undoing $4.00 
Power Artifact $3.00 
Power Leech $2.00 
Shapeshifter $3.00 
Suip Mine (any of 3. uncs) $10.00 
Swip Mine (emmn) $8.00 
Su-Chi $4.00 
'Tawnos Coffin $13.00 
Tetravus $3.00 
The Rack $3.50 
'Transmute Artifact $2.00 
Urza's Miter $3.00 
Arabian 


$2.00 
$6.00 
$2.00 
$1.50 


Abu Jafar 
Aladdin 
Aladdin's Lamp 
Aladdin's Ring 
Ali from Cairo $65.00 
Army Of Allah $4.50 
Bazaar of Baghdad $17.00 
Bottle Of Suleiman $3.00 
Cyclone $2.00 
Dandan $1.25 
Desert $2.00 
Drop Of Honey — $33.00 
Ebony Horse $3.00 


$2.50 
$5.00 
$3.00 
$5.00 


$26.00 
$4.00 
$2.00 
$4.00 


e For An Eye 
Flying Carpet 
Flying Men 
Guardian Beast — $50.00 
Ith-Biff Efreet $25.00 
Island Fish Jasconius $3.00 
Island Of Wak-Wak$33.00 
|Jandor's Ring $2.00 

$2.00 
$36.00 
$6.00 
$22.00 
$20.00 
$2.50 
$4.00 
$4.00 
$2.00 
$2.00 


Junun Efreet 
Khabal Ghoul 
King Suleiman 
Kird Ape 
Merchant Ship 
Mijae Djinn 
Moorish Cavalry 
Oasis 
Oubliette $3.00 
Pyramids $16.00 
Repentant Blacksmith $3.00 
Ring Of Maruf — $29.00 
Rukh Egg $12.00 
Serendib Djinn $25.00 
Shahrazad $20.00 
Sindbad $2.00 
Sorceress Queen —_ $7.00 
Stone-Throwing Devils$: 
Wyluli Wolf $2.00 
Beta 
Black Vise $8.00 
Camouflage $6.00 
Circle Of Protection: Red $1.25 
Contract From Below $9.00 
Control Magic $6.00 
Copper Tablet $7.00 
Demonic Hordes $21.00 
Dingus Egg $6.00 
Disintegrate $2.00 
Dwarven Demo Team $4.00 
Elvish Archers $15.00 
False Orders $1.25 
Forcefield $90.00 
Granite Gargoyle $12.00 
Howling Mine $39.00 
Hurricane $2.00 
Hypnotic Specter $19.00 
Ice Storm $24.00 
Instill Energy $2.00 
Keldon Warlord $2.00 
Kormus Bell $6.00 
Lightning Bolt $9.00 
Llanowar Elves $2.50 
Lord of Atlantis $10.00 
Lure $2.00 
Mana Short $10.00 
Natural Selection $22.00 
Nettling Imp $3.00 
Nightmare $29.00 


Sales on pack or bo 
they 


perm’ 


e-mail: 


Want to sell us cards? 


Paralyze 

Power Sink 
Regrowth $12.00 
Righteousness $6.00 
Roc Of Kher Ridges $8.00 
Rod Of Ruin $2.00 
Serubland $45.00 
Sleight Of Mind — $10.00 
Sol Ring $30.00 
Thicket Basilisk $2.00 
Thoughtlace $6.00 
Warp Artifact $6.00 

Box 

Battletech:Lid Bstr $115.00 
|Jyhad Booster $15.00 


$1.50 


Time Void Srtr $95.00 
Portal Booster $59.00 
Renaissance-German $89.00 
Revised Booster $335.00 
Star Trek Classic Srtr $9.95 
Star Wars Lid Bstr [BB]$149.00 
Star Wars Ltd Srtr $89.00 
Tempest Srtr Box $69.00 
Vanguard Gift Box $14.00 
X-Files: 101361 $29.00 
Chronicles 
Angelic Voices 
Arcades Sabboth 
Blood Moon 
Chromium $4.00 
City Of Brass $9.00 
Concordant Crossroads $2.00 
Dakkon Blackblade $2.50 
Dance Of Many $2.00 
Erhnam Djinn $3.00 
Fallen Angel $1.50 
Land's Edge $3.00 
Palladia-Mors $3.00 
Safe Haven $2.00 
Serpent Generator $3.00 
The Wretched $2.00 
Triassic Egg $1.25 
Vaevictis Asmadi $3.00 
Common Set 
4th Edition $6.00 
Alpha $69.00 
Antiquities (C4 only) $7.00 
Legends $20.00 
Dark 
Cleansing $2.00 
Dance Of Many $2.00 
Eater Of The Dead $1.25 
Elves Of Deep Shdw $2.00 
Fellwar Stone $2.00 
Frankenstein's Mnstr$4.00 
Knights Of Thorn $4.00 
Mana Vortex 
Martyr's Cry 
Maze Of Ith 
Merfolk Assassin 
Nameless Race 
Preacher 
Psychic Allergy 
Safe Haven 
arwood Bandits $2.50 
Season Of The Witch$2.00 
Skull Of Orm $3.50 
Tracker $5.00 
Witch hunter $1.50 
Wormwood Treefolk $2.00 
Error Magic Cards 
FE Front/Wyvern Back 
Mistake 


$4.00 
$4.00 
$2.50 


$3.00 
$9.50 
$3.50 
$2.00 
$8.00 

2.00 


Jayemdae Tome 


Fax: 1-606-878-9061 E-mail: sec@aqvault.com 
or send an e-mail for our newest buylist to: buylist@aqvault.com 


$12.00 
$3.50 
$4.75 
$4.00 


Cataclysm 
Convyalescence 
Dominating Licid 
Ephemeron 
Equilibrium $4.75 
Erratic Portal $4.75 
Ertai, Wizard Adept$11.00 
Exalted Dragon $7.00 
Fighting Chance — $3.00 
Forbid 
Hatred $6.50 
Limited Resources $4.00 
Manabond $4.00 
Memory Crystz 
Mind Over 
Mirri, Cat Warrior 
Null Brooch 
Oath Of Druids 
Oath Of Lieges 
Paladin en-Vec 
Pandemonium $14.00 
Pit Spawn $4.00 
Ravenous Baboons $4.00 
Seismic Assault $7.00 
Skyshroud Elite $1.00 
Spellbook $1.00 
Sphere Of Resistance$5.75 
Treasure Trove $1.00 
Workhorse $3.00 
Fallen Empire 
Aeolipile 
Breeding Pit 
Derelor $3.00 
Orgg $3.00 
Foreign Black Border 
Balance $7.00 
Bayou $13.00 
Clone $4.00 
Counterspell $3.00 
Demonic Hordes — $7.00 
Demonic Tutor $4.00 
Earthquake $9.00 
Ivory Tower $2.00 
$8.00 
$3.00 
$5.00 
$4.00 


$9.00 
$6.00 
$9.00 
$6.00 
$10.00 


$1.50 
$3.00 


Lord Of The Pit 
Mahamoti Djinn 
Mana Short 
Mishra's Factory $3.00 
Nevinyrral's Disk $20.00 
Nightmare $5.00 
Regrowth $2.51 
Royal Assassin $10.00 
Savannah Lions $7.00 
Sedge Troll $ 
Sengir Vampire $3.5 
Shivan Dragon $12.00 
Sorceress Queen — $4.00 
Strip Mine $3.00 
Tropical Island $14.00 
Vesuvan Doppelganger$13.00 
Wheel Of Fortune $7.00 
White Knight $5.00 
Will-O-The-Wisp $3.00 
Winter Orb $6.00 
Guardians Limited 
Captain Red Nose $2.00 
Cow $2.00 
Dragon Wing Lord $8.00 
issile Mayhem $2.00 
vamp King $2.00 
Gringe Commander$2.00 
Harkin -SpreaderOfThe W, $2.00 
Holy Grail $2.00 
Land Drake - Promo$2.00 
Pauly, Official Parrot$2.00 


Reverend Smilin’ Jack $2.00 
Thak - Steady Hand $2.00 
Vampire Lord $2.00 
Homelands 
Anaba Ancestor $3.00 
Anaba Spirit Crafter$2.00 
Autumn Willow $7.00 
Baron Sengir $5.50 
Eron the Relentless $1.50 
Primal Order $2.00 
Sengir Autocrat $2.00 
Ice Age 
Abyssal Specter 
Adarkar Wastes 
Blinking Spirit $4.00 
Brushland $3.50 
Crown of the Ages $3.00 
Deflection $4.00 
Despotic Scepter — $2.00 
Ghostly Flame $2.00 
Hecatomb 
Icy Manipulator 
Jester's Cap 
Jokulhaups 
Karplusan Forest 
Knight of Swomgald $2.50 
Lava Burst $1.25 
Marton Stromgald $3.00 
Minion of Leshrac $2.50 
Ordr of the Whte Shid $2.00 
Pale Bears 
Seraph 
Sibilant Spirit 
Skeleton Ship 
Storm Spirit 
Stromgald Cabal 
Sulferous Springs 
Zuran Orb 
Legend Of The 5 Rings 
Ancestral Swrd Crab Cla $18.00 
Ancestral Swrd Crane Cla$32.00 
Ancestral Swrd Dragon Ca $32.00 
Ancestral Swrel Phoenix Cla$27.00 
Ancestral Swrd Unicom Cla$32.00 
Legends 
Adun Oakenshield $7.00 
Akron Legionnaire $3.00 
Alabara's Carpet $8.00 
Alchor's Tomb $8.00 
Angus Mackenzie $6.50 
Arboria $2.00 
Arena of the Ancients$3.00 
Axelrod Gunnarson $4.00 
Ayesha Tanaka $3.00 
Boris Devilboon $9.00 
Cathedral of Serra $2.00 
Caverns Of Despair $5.00 
Chain Lightning — $3.00 
Chains Of Mephis. $16.00 
Cleanse $12.00 
Cosmic Horror $3.00 
Dakkon Blackblade$11.00 
Darkness 
Disharmony 
Dream Coat 
Elder Land Wurm 
Elder Spawn 
Elven Riders 
Equinox 
Evil Eye Of Orms-By-Gore $3.00 
Fallen Angel $3.00 
Falling Star $8.00 
Firestorm Phoenix $19.00 
Gauntlets of Chaos $4.00 
Grtr Realm Of Preserva. $6.00 


$1.50 
$6.00 


All prices good until next Duelist is released. Quantities limited, but stock levels high at time ad was printed. 
10-day full money back return guarantee on singles returned in same condition 


dd. E date payment ts accepted. We reserve the right to refuse any sale or limit 
in this ad subject to change without notice, but you won't be charged more without your 


son be 


final. Free singles catalog upon written request or with your paid order. 


Please specify Duelist Ads when ordering from above prices. E-mail to Specials@aqvault.com for current non- 
listed specials. 


Greed 
Halfdane 
Hammerheim 
Heaven's Gate $2.00 
Hellfire $14.00 
Horror Of Horrors $2.00 
Imprison $7.00 
In The Eyes Of Chaos $8.00 
Infernal Medusa — $3.00 
Jacques le Vert $8.00 
$5.00 
$12.00 
$3.00 
$4.00 
$3.00 


$3.00 
$10.00 
$2.50 


Kei Takahashi 
Killer Bees $7.00 
Knowledge Vault — $7.50 
Land Equilibrium $13.00 
Land Tax $8.50 
Life Chisel $3.00 
Life Matrix $6.00 
Mana Drain $47.00 
Master Of The Hunt$15.00 
Nebuchadnezzar $6.00 
North Star $7.00 
Nova Pentacle $8.00 
Palladia-Mors $6.00 
Part Water $2.00 
Pendelhaven $6.00 
Petra Sphinx $3.00 
Planar Gate $8.00 
Presence Of The Mstr$2.00 
Ragnar $4.00 
Rasputin Dreamweaver$8.00 
Recall $12.00 
Reincarnation $2.00 
Reset $3.00 
Rohgahh of Kher Keep $7.00 
Rubinia Soulsinger $4,00 
Sentinel $3.00 
Spectral Cloak $3.50 
Spinal Villain $12.00 
Spirit Link $4.50 
Spiritual Sanctuary $6.50 
Stangg $3.00 
Storm Seeker $5.00 
Storm World $7.00 
Sylvan Library $10.00 
Telekinesis $5.00 
Tempest Efreet $2.50 
The Tabemadle At Pendrel$27.00 
The Wretched $7.00 
Thunder Spirit $26.00 
Tolaria $3.00 
Touch Of Darkness $1.50 
Tuknir Deathlock $6.00 
Typhoon $4.00 
Underworld Dreams$24.00 
Urborg $3.50 
Vaevictis Asmadi —- $8.00 
Wall of Tombstones $1.50 
Whirling Dervish — $2.00 
Winter Blast $2.50 
Xira Arien $2.50 
Legends - Italian 
Acid Rain $8.00 
Adun Oakenshield $3.00 
Al-abara's Carpet $4.00 
All Hallow's Eve — $15.00 
Arcades Sabboth — $2.00 
Chain Lightning — $2.00 
Chromium $2.00 
Cleanse $4.00 
Eure $20.00 
Firestorm Phoenix $7.00 
Forethought Amulet $2.00 
Gravity Sphere $6.00 
Grr Realm Of Preserva.$1.50 
Gwendlyn Di Corci $6.00 
Hazezon Tamar $4.00 
Hell's Caretaker — $2.50 
In The Eyes Of Chaos$3,00 
Jacques le Vert $3.00 
Livonya Silone $2.00 
Master Of The Hunt $7.00 
Nether Void $40.00 
Palladia-Mors $2.00 
Pixie Queen $3.00 
Ramses Overdark $3.00 
Rasputin Dreamweaver $4.00 
Sol'kanar the Swp King $2.50 
Spiritual Sanctuary $2.00 


Jester's Cap 1997 
Juzam Djinn 1996 $8.00 


Storm World 
Typhoon 
Ur-Drago 
Mirage 
Abyssal Hunter 
Amber Prison $4.00 
Ashen Powder $2.50 
Asmira, Holy Avgr $3.00 
Bazaar of Wonders $3.00 
Cadaverous Bloom $3.00 
Canopy Dragon —$3.00 
Carrion $2.00 
Catacomb Dragon $5.00 
Celestial Dawn $3.00 
Chaosphere $2.00 
Cursed Totem $3.00 
Dissipate $3.00 
Early Harvest $2.00 
Energy Bolt $4.00 
Enlightened Tutor $2.00 
Forbidden Crypt — $3.00 
Forsaken Wastes — $3.50 
Grinning Totem — $6.00 
Hall of Gemstone — $1.50 
Hammer of Bogardan$ 10.00 
Lion's Eye Diamond$3.00 
Lure of Prey $1.50 
Marble Diamond — $2.00 
Maro $4.50 
Melesse Spirit $1.50 
Miser's Cage $3.50 
Mystical Tutor $1.50 
Natural Balance — $3.00 
Nettletooth Djinn $1.50 
Null Chamber $2.50 
Pearl Dragon $3.00 
Political Trickery $3.00 
Prismatic Lace $1.50 
Purgatory $2.00 
Purraj of Urborg — $2.00 
Shallow Grave $4.00 
Shimmer $2.50 
Sky Diamond $2.00 
Spectral Guardian $2.00 
Subterranean Spirit $3.00 
Sunweb $2.50 
Taniwha $3.00 
Teeka's Dragon $5.00 
Tombstone Stairwell $3.00 
Uktabi Wildcats $2.00 
Wildfire Emissary $2.50 
Worldly Tutor $1.50 
Zirilan of the Claw $2.50 
Zuberi, Golden Feather $3.00 
Netrunner 
Any Netrunner Rare $2.50 
Oversize Cards 
Black Lotus 1996 $10.00 
$8.00 


$2.50 
$2.00 
$2.00 


$3.00 


Packs 

4th Edt - Chinese BB Bstr $4.50 
4th Edt - Spanish BB Bstr $4.50 
5th Edition $2.00 
Dark $7.00 
Dark - Italian $2.00 
Exodus $2.25 
Homelands ‘ 

Legends $29.00 
Legends - Italian — $9.50 
Renaissance - French $2.00 
Renaissance - Italian $2.00 
Revised -German BB Bstr$ 10.00 
Revised - German WB Bstr $4.70, 
Revised - Italian BB Str $23.00. 
Revised - Italian BB Str$23.00 
Revised - Italian WB Bstr $4.70 
Revised Booster $9.50 
Revised Starter — $29.50 
Star Wars Lid Bstr[BB] $4.00 
Stronghold Booster $2.25 
Tempest Booster — $2.50 
Unglued Booster $1.50 
Urza's Saga Booster $2.25 
Urza's Saga Tour Str$6.00 
Visions $3.25 
Weatherlight Bstr $2.25 

Portal 

Alabaster Dragon — $5.00 
Alluring Scent $3.00 
Capricious Sorcerer $3.00 
Cruel Tutor $3.00 


Jayemdae Tome 


$6.00 
$5.00 
$3.00 
$3.00 


Earthquake 
Ebon Dragon 
Final Strike 
Fire Tempest 
Natural Order $3.00 
Prosperity $4.00 
Spiritual Guardian $3.00 
Temporary Truce — $3.00 
Thing From The Deep $3.00 
Thundermare $7.00 
Wicked Pact $3.00 
Winds Of Change $3.00 
Revised /4th 
Ankh Of Mishra 
Armageddon 
Bad Moon 
Ball Lightning 
Clockwork Avian 
Cockatrice 
Colossus of Sardia 
Crusade 
Elvish Archers 
Eye For An Eye 
Force Of Nature 
Goblin King 
Howling Mine 


$2.00 
$8.00 
$6.00 
$8.00 
$1.50 
$2.50 
$2.50 
$6.00 
$3.00 
$1.50 
$4.00 
$2.50 
$4.50 
$2.00 
$1.50 
$4.50 
$2.00 
$2.00 
$2.00 


Killer Bees 
Land Tax 
Leviathan 
Lord Of The Pit 
Magical Hack 
Mahamoti Djinn — $5.00 
Mishra's Factory — $3.50 
Nightmare $: 
Reverse Damage — $2.50 
Royal Assassin $7.00 
Serra Angle $3.50 
Shivan Dragon $8.00 
Strip Mine $2.50 
Will-O-The-Wisp $2.00 
Zombie Master $1.50 
Revised-Disc. 
Braingeyser 
Clone 
Copy Artifact 
Demonic Hordes 
Granite Gargoyle 
Regrowth 
Rocket Launcher 
Serendib Efreet 
Sol Ring 
Complete Sets 
4th Edition $129.00 
Alliances $89.00 
Antiquities $199.00 
Arabian Nights $799.00 
Chronicles $59.00 
Collector's Set - Inter $199.00 
Dark - Italian $49.00 
Fallen Empire $29.00 
Homelands $39.00 
Ice Age $119.00 
Mirage $145.00 
Stronghold $145.00 
Unlimited $2,250.00 
Visions $99.00 
Weatherlight $99.00 
Specials 

Alpha Cmmns8 diff$10.00 
Arabian Cmmns-10 diff.$10.00 
Beta Cmmns-20 diff.$10.00 
Bk Brdr Lands-40 mx $10.00 
Chronicles - 15 diff. Rares$10.00 
Fallen Empire - 15 mx rares$ 10.00 
Hmlds - 15 diff. Rares $10.00 
Mdle Earth UL mixed 
lot 335 $8.00 
Uncmmns Magic - 50 mx$10.00 
Unltd Uncmmns-30$15.00 

Star Trek Alternate 
Cmmdr Tomalak — $4.00 
FGCA7 Research $4.00 
lan Andrew Troi — $2.00 
Ophidian Cane — $2.00 
Stefan DeSeve $3.00 

Star Trek Limited 
$2.00 
$2.00 
$2.00 
$2.00 
$2.00 


$4.00 
$3.00 
$4.00 
$5.00 
$3.25 
$2.00 
$2.00 
$6.00 
$3.00 


Albert Einstein (holo 
Alidar Jarok 
Alynna Nechayev 
Cytherians 

Duras 


Jinxed Ring 


Explore Dyson Sphere $2.00 
Explore Typhon Expanse $2.00 
Goddess of Empathy $2.00 
Haakona $3.00 
LK.C. Hegh'ta $2.00 
Iconia Investigation $3.00 
Investigate Disappeara $2.00 
Investigate Rogue Come$2.00 
Investigate Time Conti $2.00 


Jaglom Shrek - Informa $2.00 


Reginald Barclay $2.00 
Sarjenka $2.00 
Sir Isaac Newton (holo $3.00 
Survey Mission $2.00 
Tox Uthat $5.00 
Tsiolkovsky Infection $2.00 
Star Wars Limited 
Admiral Motti $3.00 
Affect Mind $4.00 
Biggs Darklighter $4.00 
C-3PO (See-Threepio $12.00 
Dark Collaboration $5.00 
Disarmed- Light $4.00 
Don't Get Cocky $6.00 
Expand the Empire $5.00 
Imperial Star Star Destroyer $4.00 
Kal'Falnl C'ndros — $7.00 
Krayt Dragon Howl $4.00 
Luke Skywalker — $35.00 
Organa's Ceremonial$4.00 
Our Most Desperate H_ $4.00 
Skywalkers $4.00 
Solo Han $4.00 
Utinni ! - Dark $6.00 
Vader's Custom TIE$13.00 
We're All Gonna Be A$4.00 
Yavin 4; Massassi Th $5.00 
Star Wars: A New Hope 
Attack Run $5.00 
Chewbacca $12.00 
Death Star: Trench $4.00 
Wedge Antilles $21.00 
Star Wars: Hoth 
Captain Piett $2.00 
Concussion Grenade $8.00 
Meteor Impact? $6.00 
Rogue 2 $5.00 
Stronghold 
Acidic Sliver 
Amok 
Awakening $4.00 
Cardassid $5.00 
Crovax, The Cursed $5.00 
Dream Halls $7.00 
Ensnaring Bridge $6.00 
Evacuation $2.50 
Flowstone Mauler $3.00 
Hermit Druid $5.00 
Hibernation Sliver $2.00 
Horn Of Greed $4.00 
Invasion Plans $4.00 
$3.00 
$1.50 
$2.00 


$2.00 
$3.00 


Lancers en-Kor 
Megrim 
Mindwarper $4.00 
Mox Diamond $18.00 
Pursuit Of Knowledge$7.50 
Reins Of Power $5.00 
Revenant $5.00 
Rolling Stones $5.00 
Shaman en-Kor $4.00 
Silver Wyvern $3.00 
Skeleton Scavengers$3.00 
Sliver Queen $9.00 
Spined Sliver $2.00 
Spitting Hydra $4.00 
Stronghold Assassin $5.00 
Thalakos Deceiver $3.00 
Warrior Angel $6.00 
Tempest 
Aluren 
Auratog $3.00 
Avenging Angel $4.00 
Benthic Behemoth $5.00 
Booby Trap $4.75 
Caldera Lake $4.50 
Canyon Drake $3.00 
Chill $1.50 
Cinder Marsh $2.00 
Coffin Queen $3.50 
Copse Dance $5.50 
Cmmdr Greven Ilvec$9.00 


$5.00 


Death Pits Of Rath $5.00 
Dregs Of Sorrow $3.00 
Earthcraft $3.75 
Eladamri, Ld Of Lvs$7.00 
Emerald Medallion $3.50 
Energizer $3.00 
Escaped Shapeshifter$5.00 
Fevered Convulsions $4.00 
Field Of Souls $3.50 
Flowstone Wyvern $4.00 
Gerrard's Battle Cry $3.00 
Goblin Bombardment$2.00 
Grindstone $6.00 
Humility $7.00 
Intuition $5.00 
Invulnerability $2.00 
Jinxed Idol $3.00 
Kezzerdrix $4.00 
Light Of Day $2.00 
Lobotomy $2.00 
Mana Severance — $4.00 
Marble Titan $4.00 
Maze Of Shadows $2.00 
Meditate $8.50 
Mirri's Guile $5.00 
Mongrel Pack $5.00 
Nature's Revolt $6.00 
Oracle En-vec $3.00 
Orim, Samite Healer $4.50 
Overrun $2.00 
Pallimud $4.00 
Pearl Medallion $3.50 
Phyrexian Grimoire $4.00 
Pine Barrens $4.50 
Propaganda $2.50 
Puppet Strings $3.00 
Rain Of Tears $2.00 
Rathi Dragon $12.00 
Recycle $6.00 
Root Maze $4.00 
Rootwater Matriarch $5.00 
Rootwater Shaman $4.00 
Ruby Medallion —- $4.00 
Salt Flats $4.00 
Sapphire Medallion $5.75 
Scabland $4.50 
Scalding Tongs $5.50 
Scroll Rack $6.75 
Shocker $3.50 
Sky Spirit $2.00 
Skyshroud Forest $3.25 
Soltari Guerrillas $4.00 
Static Orb $6.00 
Thalakos Lowlands $2.00 
Thumbscrews $4.00 
Time Warp $9.00 
Torture Chamber $3.00 
Verdant Force $4.75 
Whim Of Volrath $4.00 
Winds Of Rath $6.00 
Winter's Grasp $2.00 
Wood Sage $4.00 
Unlimited 
Animate Wall 
Ankh Of Mishra 
Balance 
Berserk 
Blaze Of Glory 
Blessing 
Camouflage 
Clockwork Beast 
Clone 
Copper Tablet $6.00 
Darkpact $2.00 
Demonic Attorney $2.00 
Dingus Egg $3.00 
Disenchant $2.00 
False Orders $1.25 
Farmstead $2.00 
Fastbond $4.00 
Fungusaur (+1 every 
time) $3.00 
Gaea's Liege $4.00 
Gauntlet Of Might $72.00 
Ice Storm $15.00 
Illusionary Mask $22.00 
Island Sanctuary $2.50 
Jade Monolith $2.00 
Kormus Bell $2.00 
Living Lands $2.00 
Mana Short $4.00 
Manabarbs $2.00 


$2.00 
$3.00 
$6.00 
$30.00 
$16.00 
$2.00 
$4.00 
$2.00 
$5.25 


Natural Selection $14.00 
Psionic Blast $25.00 
Purelace $2.00 
Raging River $25.00 
Scrubland $15.00 
Serra Angel $9.00. 
Sinkhole $12.00 
Smoke $2.00 
The Hive $2.00 
Time Vault $43.00 
Verduran Enchantress$2.00 
Volcanic Eruption $2.00 
Vanguard 
Ertai $5.00 
Tahngarth $5.00 
Visions 
Aku Djinn $2.50 
Archangel $7.00 
Bogardan Phoenix $3,00 
Chronatog $3.00 
City Of Solitude $5.00 
Desertion $3.00 
Diamond Kaleidoscope $3.00 
Eye Of Singularity $2.00 
Firestorm Hellkite $6.00 
Griffin Canyon $6.00 
Guiding Spirit $3.00 
Kaervek's Spite $2.50 
Katabatic Winds — $2.50 
Kookus $3.00 
Natural Order $3.00 
Necrosayant $3.00 
Nekrataal $2.50 
Ogre Enforcer $3.00 
Pillar Tombs Of Aku $3.50 
Pygmy Hippo $2.00 
Rainbow Efreet $4.00 
Relentless Assault $6.00 
Rowen 
Snake Basket 5. 
Squandered Resources $3.00 | 
Undiscoverd Paradise $14.00] * 
Vampiric Tutor $9.00 3 
Viashivan Dragon $5.00 Jamas 
Zhalfirin Crusader $6.00} 
Weatherlight 
Abeyance 
Aboroth 
Aether Flash 
Alabaster Dragon 
Bone Dancer 
Bosium Strip 
Bubble Matrix 
Debt Of Loyalty — $3.00] 
Doomsday $4.00/9 
Dwarven Thaumaturgist $2.50 Ss 
Fervor $4.00 
Firestorm $6.00 Q. 
Fungus Elemental $3.00 
Goblin Bomb $3.00 
Heart Of Bogardan $4.00 
Infernal Tribute $4.00 
Lava Hounds $1.50/5 
Liege Of The Hllws $3.00 
Lotus Vale $9,00 
Maraxus Of Keld $4.00 
Mwonvuli Ooze $3.50 
Nature's Resurgence $4.00 
Orcish Settlers $2.00 
Paradigm Shift $3.50 
Southern Paladin $2.50 
Thran Tome $2.00 
Thundermare $5.50 
Tolarian Serpent $2.00 
Tranquil Grove $4.50 
Wave Of Terror $2.00 
Winding Canyons $3.00 
Wrapper 
Alpha Starter 
Arabian Nights $2.50 
Beta Booster $3.00 
Beta Bstr Empty Box$40.00 
X-Files 
Chester Bonaparte $1 7.00 
Deny Everything $29.00 
Die Hand Die Verlewt $12.00. 
Fighter Interceptor $7.00 
No One So Paranoid$19.00 


$8.00 
$6.00 
$2.00 
$6.00)™*" 
$3.00|5 
$3.00 |e 
$3.00 


$8.00 


( tl 
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ORGANIZATION 


The Duelist Oracle is divided by color and 
alphabetized within each color. We pre- 
served the summon type of the card 
because this is important for many cards. 
The expansion(s) the card has appeared 
in is listed after each card, and a card 
type and expansion key is on the bottom 
of every page. Finally, some cards have 
italicized text following the card text, 
which is the associated Oracle ruling or 
clarification for that card. 

Reminder text appears on many cards 
to cover game mechanics specific to that 
card. This glossary covers all the 
reminder text on the cards within The 
Duelist Oracle. Creature abilities covered 
under the basic rules, such as flying or 
trample, are not listed here. 


Buyback x 

You may pay an additional x when you 
play this spell. If you do, put it into your 
hand instead of your graveyard as part of 
the spell’s effect. 

Buyback—ACTION 

You may DO ACTION in addition to any 
other costs when you play this spell. If 
you do, put SPELL into your hand instead 
of your graveyard as part of the spell’s 
effect. 


ACTION covers any action that is not a simple 
payment of mana, such as sacrificing a land 
or choosing and discarding cards. SPELL is 
the card with the buyback mechanism. 


Cycling x 

You may pay & and discard this card 
from your hand to draw a card. Play this 
ability as an instant. 

Echo 

During your next upkeep after this per- 
manent comes under your control, pay its 
casting cost or sacrifice it, 

Landwalk 

If defending player controls any LAND- 
TYPE, this creature is unblockable. 
Landhome 

If defending player controls no LAND- 
TYPE, this creature cannot attack. If you 
contro! no LANDTYPE, bury this creature. 


LANDTYPE covers types of lands, such as 
island for Islandhome, or Snow-Covered 
Forest for Snow-Covered Foresthome. 


Shadow 
This creature can block or be blocked by 
only creatures with shadow. 


5TH EDITION | TEMPEST | STRONGHOLD | EXODUS | URZA’S SAGA 


Once again, we present to you The Duelist Oracle. Oracle is the official, authoritative source of card 


text and information used by the DCI players organization and DCI-sanctioned judges. By provid- 


ing Oracle text for the cards in the Standard environment we hope to provide you with the most cur- 


rent, relevant, and useful information possible. 


The Duelist Oracle is different from generic cardlists, so keep in mind that any differences 


between the way a card ts worded on this list and the way its worded on the card itself is attributa- 


ble to off: 


ial errata made by the Magic Rules team. When in doubt, ask; but the information pre- 


sented here should be more up-to-date than any non-Oracle published player’ guide. 


You may notice some changes since last months The Duelist Oracle. We've updated all the text for 


h Edition cards and added the text for Urza's Saga cards. As new rulings come up, youll be able 


to find them here every month. As new expansions are released, the cards will appear here at about 


the same time as they do in the Standard environment. 


Title Type P/T Cost 


| ARTIFACTS | 


Aladdin's Ring Art 8 
8, ©: Aladdin’s Ring deals 4 damage to target crea- 
ture or player. 5E 
Altar of Dementia Art 2 
Sacrifice a creature: Target player puts a number of 

cards equal to that creature's power from the top of 

his or her library into his or her graveyard. TE 


es of Kroog Art 2 
©: Prevent 1 damage to any creature or player. 

5E 

Ankh of Mishra Art 2 


Whenever a land comes into play, Ankh of Mishra 
deals 2 damage to that land's controller. 


Ashnod’s Altar Art 3 
Sacrifice a creature: Add two colorless mana to your 
mana pool. Play this ability as a mana source.  5E 


Ashnod's Transmogrant Art 

®, Sacrifice Ashnod’s Transmogrant: Put a +1/+1 
counter on target nonartifact creature. That creature 
becomes an artifact creature permanently. 


Barbed Sextant Art 

1, &, Sacrifice Barbed Sextant: Add one mana of 
any color to your mana pool. Play this ability as a 
mana source. Draw a card at the beginning of the 
next turn, 5 


Barl’s Cage Art 4 
3: Target en does not untap during its con- 
troller’s next untap phase. 5E 


Barrin’s Codex Art 4 
During your upkeep, you may put a page counter on 
Barrin’s Codex. 4, &, Sacrifice Barrin’s Codex: 
Draw X cards, where X is the number of page coun- 
ters on Barrin’s Codex. US 


Battering Ram AC 2 
Banding when attacking. If Battering Ram is blocked 
by any Wall, destroy that Wall at end of combat. *7his 
ability triggers when a block is established, though it isn’t 
played until end of combat. 5E 


Booby Tra Art 6 
When Booby Trap comes into play, name a card other 
than a basic land. Whenever target opponent draws 
any cards, he or she reveals those cards to all play- 
ers, If any of those cards is the named card, Sacrifice 
Booby Trap and it deals 10 damage to that player. TE 
Bottle Gnomes AC 13 3 
Sacrifice Bottle Gnomes: Gain 3 life. TE 
Bottle of Suleiman Art 

1,, Sacrifice Bottle of Suleiman: Flip a coin. If you 
lose the flip, Bottle of Suleiman deals 5 damage to 
you. Otherwise, put a Djinn token into play. Treat this 
token as a 5/5 artifact creature with flying. 5E 
Bullwhi Art 4 
2, ©: Bullwhip deals 1 damage to target creature. 
That creature attacks this turn if able. SH 
Cathodion AC 3/3 3 
When Cathodion is put into a graveyard from play, 
add three colorless mana to your mana pool. 


Title Type Cost P/T 


Chimeric Staff Art 4 


X: Chimeric Staff is an artifact creature with power 

and toughness each equal to X until end of turn. : 
Citanul Flute Art 

X, > Search your library for a creature card with wel 
casting cost no greater than X. Reveal that card and put 
it into your hand. Shuffle your library afterward. US 


Claws of Gix Art 0 
1, Sacrifice a permanent: Gain 1 life. us 
Clay Statue AC 3/ 4 
2: Regenerate Clay Statue. 5E 
Clockwork Beast AC 0/4 6 


When Clockwork Beast comes into play, put seven 
+1/+0 counters on it. At the end of any combat in 
which Clockwork Beast attacked or blocked, remove 
one of these counters, &, @: Put X +1/+0 counters 
on Clockwork Beast. You may have no more than 
seven of these counters on Clockwork Beast. Use this 
ability only during your upkeep. *7he creature loses a 
counter at the end of combat even if it was removed 
from combat for some reason or didn't deal combat 
damage. If it somehow attacks and blocks in the same 
combat, it loses only one counter. 


Clockwork Steed AC 0/3 4 
Clockwork Steed cannot be blocked by artifact crea- 
tures. When Clockwork Steed comes into play, put 
four +1/+0 counters on it. At the end of any combat 
in which Clockwork Steed attacked or blocked, 
remove one of these counters. %, «: Put X +1/+0 
counters on Clockwork Steed. You may have no more 
than four of these counters on Clockwork Steed. Use 
this ability only during your upkeep. *See Clockwork 
Beast for related rulings. 5E 
Coat of Arms Art 5 
Each creature gets +1/+1 for each other creature in 
play of the same creature type. (For example, if there 
are three Goblins in play, each of them gets +2/+2,) EX 


Coiled Tinviper AC oN 3 
First strike. TE 
Cold Storage Art 4 


3); Remove target creature you control from the 
game. Sacrifice Cold Storage: Put into play under its 
owner's control each creature removed from the 
game with Cold Storage. 

Colossus. of Sardia AC 9/9 9 

Trample. Colossus of Sardia does not untap during 

your untap phase. 9: Untap Colossus of Sardia. Use 

this ability only during your upkeep. 

Copper Gnomes AC 2 
acrifice Copper Gnomes: Choose an artifact card 

in your hand and put that artifact into play. 

Coral Helm Art 3 

3, Discard a card at random: Target creature gets 
+2/+2 until end of turn. 5E 
Crown of the Ages Art ¢ 
4, ©: Move target local enchantment from one 
creature to another. *Crown of the Ages isn’t limited 
to moving creature enchantments, but moves 
enchantments from one creature to another. 5E 
Crystal Chimes Art 3 


, ©, Sacrifice Crystal Chimes: Return all enchant- 


ment cards from your graveyard to your hand, 


Title Type Cost P/T 


Crystal Rod Art 
1): Gain 1 life. Use this ability only when a blue spell i i 
successfully cast and only once for each such spell, 5E 


Cursed Scroll Art 1 
3, ©: Name a card. Target opponent chooses a 
card at random from your hand. If he or she chooses 
the named card, Cursed Scroll deals 2 damage to tar- 
get creature or player. *Cursed Scroll’s ability requires 
you to reveal the card your opponent chooses to all 
players. T 


Dancing Scimitar AC 1/5 4 
Flying. 5E 
Diabolic Machine AC 4/4 7 
3): Regenerate Diabolic Machine. 5E 


Dingus Egg Art 4 
Wenner a land is put into any graveyard from play, 
Dingus Egg deals 2 damage to that land's controller. 
¢/f more than one land is put into the graveyard at 
the same time, play the ability once for each land. To 
prevent all of the damage with CoP: Artifacts, pay 2 
for each land that was put into the graveyard. * This 
ability will trigger even if Dingus Egg is put into the 
graveyard at the same time as the land(s). 5E 


Disrupting Scepter = Art 3 
3, ©: Target player chooses and discards a card. 
Use this ability only during your turn. 5E 


ay 4 Blood Art 3 


Put a +1/+1 counter on target creature. US 


Greges Engine AC 1/3 3 
ragon Engine gets +1/+0 until end of turn. SE 


Echo Chamber Art 4 
4, ©: Target opponent chooses target creature he 
or she controls. Put a token creature into play and 
treat it as a copy of that creature. The token creature 
is unaffected by summoning sickness this turn. At end 
of turn, remove the token creature from the game, 
Play this ability as a sorcery. TE 
Elkin Bottle Art 3 
3), ©: Remove the top card of your library from the 
game, face up. You may play that card as though it 
were in your hand, At the beginning of your next turn, 
put into your graveyard the card removed from the 
game with Elkin Bottle if you have not played it. »7his 
ability is not a draw effect. Effects that trigger when a 
card is drawn will ignore the use of Elkin Bottle’s abili- 
ty. *The card that's removed from play is removed at 
the beginning of the appropriate tum. The card is 
maintained by the Bottle’s effect, not by the Bottle 
itself, so removing the Bottle from play doesn’t cause 
the card to be put into your graveyard, nor does it save 
a card that isn’t played in time. «The card isn’t part of 
your hand in any sense. It doesn’t count towards your 
hand size, can't be discarded, and so on. E 


Emerald Medallion Art 2 
Your green spells cost ‘1° less to play. TE 
Emmessi Tome Art 


4 
5, ©: Draw two cards, then chose and discard a 
card. T 


Endoskeleton Art 2 
You may choose not to untap Endoskeleton during 
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Title Type P/T Cost 


your untap phase. 2, ©: Target creature gets 
+0/+3 as long as Endoskeleton remains tapped. US 


Energizer AC 2/2 4 
2, ©: Put a +1/+1 counter on Energizer. TE 
Ensnaring Bridge Art 3 


Each creature with power greater than the number of 
cards in your hand cannot attack. SH 


Erratic Portal Art 4 
1 ,@: Return target creature to owner$ hand unless 
its controller pays 1. EX 


Essence Bottle Art 2 
3, ©: Put an elixir counter on Essence Bottle. +, 

Remove all elixir counters from Essence Bottle: Gain 2 
life for each elixir counter removed in this way. TE 


Excavator Art 2 
®, Sacrifice a basic land: Target creature gains that 
landwalk ability until end of turn, TE 


Feldon’s Cane Art 1 
, Remove Feldon’s Cane from the game: Shuffle 
your graveyard into your library. 5E 
Fellwar Stone Art 2 
: Add to your mana pool one mana of any type that 
any opponent's lands can produce. Play this ability as 
a mana source, *Fellwar Stone can produce one mana 
of any type that any of your opponents’ lands can pro- 
duce. If your opponents control no lands, you can't use 
Fellwar Stone. Any special restrictions on how mana of 
a given type may be spent will be copied faithfully by 
the Stone. For example, if your opponents’ only land is 
Mishra’s Workshop, the Stone produces colorless mana 
that can be spent only on the casting costs of artifact 
Spells. «If a land produces more than one type of 
mana, you choose among all of those types. For exam- 
ple, an opposing City of Brass allows you to produce 
mana of any color, and Wizards’ School allows you 
produce colorless, white, blue, or black mana. ‘SE 


Feroz’s Ban Art 6 
Summon spells cost an additional 2 to play. 5E 
Flowstone Sculpture Ac 4/4 6 


2, Chose and discard a card: Flowstone Sculpture 
gains flying, first strike, or trample permanently, or 
put a +1/+1 counter on Flowstone Sculpture. = TE 


Fluctuator Art 2 
Cycling costs you up to 2 less to play. US 
Flying Carpet Art 


4 
2,9: pool ps creature gains flying until end of turn. 
If that creature is put into any graveyard this turn, 
sacrafice Flying Carpet «Flying Carpet is sacrificed 
only if the target creature is put into any graveyard 
after the effect resolves, not if it was put there before 
the effect resolved, 5E 


Fool's Tome 4 
2, ©: Draw a card. Use this sty only if you iy 
no cards in your hand. 


Fountain of Youth Art 
2, S: Gain 1 life. 5E 
Gauntlets of Chaos = Art 5 


5, Sacrifice Gauntlets of Chaos: Permanently 
exchange control of target artifact, creature, or land 
you control for control of target permanent of the 
same type an opponent controls. Then destroy all 
enchantments on those permanents, *A// targets are 
chosen when the ability is played, and swapped when 
the effect resolves. «Effects that exchange control of 
two permanents can't re abi controller of just 
one of them. If this ability fizzles against either target 
or otherwise fails to change control of one of them, 
no exchange is made. 


Glasses of Urza Art 1 
®: Look at target player's hand. 5E 


Grafted Skullcap Art 4 
During led draw ee draw an additional card. At 
the end of each of your ‘turns, discard your hand. US 


open Catapult ac 2/3 4 
rapeshot Catapult deals 1 damage to target 
creature with flying. 5E 


Grindstone Art 1 
3, ©: Put the top two cards of target player's 
library into that player’s graveyard, If both cards share 
at least one color, repeat this process. TE 


Heartstone Art 3 
The cost of each creature ability requiring an activa- 
tion cost is reduced by 1. This cannot reduce an 

ability's generic mana cost to less than 1. SH 


Helm of Chatzuk Art 1 
1, ©: Target creature gains banding until end of 
turn. 5! 
Helm of Possession — Art 4 
You may chose not to untap Helm of Possession dur- 
ing your untap phase. 2, @, Sacrifice a creature: 
Gain control of target creature as long as you control 
Helm of Possession and Helm of Possession remains 
a 


Art 
%, $: Put a Wasp token into play. Treat this token 
as a 1/1 artifact creature with flying. 5E 


Hopping Automaton AC 2/2 3 
: Hoppin 


9 Automaton gets -1/-1 and gains flying 
until end of turn. U 


Title Type P/T Cost 
Horn of Greed Art 3 
Whenever any player plays a land, that player draws a 
card, = 


Hornet Cannon Art 

3, : Put a Hornet token into play. Treat this than 
as a 1/1 artifact creature with flying that is unaffect- 
ed by summoning sickness. At end of turn, destroy 
the token. $s 


Howling Mine Art 2 
During oh player's draw phase, that player draws 
an additional card. * This is a phase ability that's 
played during the draw phase. Therefore, it's played 
as an instant and may be responded to with other 
instants, 


Infinite Hourglass Art 4 
During your upkeep, put a time counter on Infinite 
Hourglass. All creatures get +X/+0, where X is equal 
to the number of time counters on Infinite Hourglass, 
Any player may pay 3 during any upkeep to remove 
a time counter from Infinite Hourglass. */he ability to 
remove a counter is a phase effect. Therefore, each 
player can remove only one counter each upkeep. = 
Iron Star Art 

1: Gain 1 life. Use this ability only when a red spel is 
successfully cast and only once for each such spell. 5E 


boty Cup Art 1 
ain 1 life. Use this ability only when a white 
spell is successfully cast and only once for each such 
spell. SE 
Jade Monolith Art 4 
1: Redirect all damage from any creature to yourself. 
(Treat further damage from that source normally.) oe 
Jalum Tome Art 

2, >: Draw a card, then choose and discard a card. Bs 
Jandor’s Saddlebags Art 


3, ©: Untap target creature. se 
Jayemdae Tome Art 4 
4, ©: Draw a card, 5E 
Jester's Cap Art 4 


2,9, Sacre Jesters Cap: Search through target 
player's library for any three cards and remove them 
from the game. Shuffle that library afterwards. © 5E 


Jet Medallion Art 2 
Your black spells cost 1 less to play. TE 
dinxed Idol Art 2 


During your upkeep, Jinxed Idol deals 2 damage to 
you. Sacrifice a creature: Target opponent gains con- 
trol of Jinxed Idol permanently. 113 


dinxed Ring Art 2 
Whenever any card is put into your graveyard from 
play, Jinxed Ring deals 1 damage to you. Sacrifice a 
creature: Target opponent gains control of Jinxed 
Ring permanently. 

Joven’s Tools Art 6 
4, &: Target creature cannot be blocked this turn 
except by Walls, 5E 


Library of Len Art 1 
Skip your discard phase. Whenever you are forced to 
discard a card, you may put that card to the top of 
your library. *Spells and abilities that require you to 
discard during their resolution are considered to force 
the discard, even if you chose to play the spell or 
ability. For example, using Sindbad or Wheel of 
Fortune is considered a forced discard. *Spells and 
abilities that require you to discard as part of the cost 
of playing them don't force you to discard. This 
includes Land's Edge, Stormbind, and so on. 
Remember that if a “do A or do B” ability calls for a 
discard, choosing to discard is treated as paying a 
cost and so isn’t forced. For example, discarding a 
card when Balduvian Horde comes into play is a 
choice, not a forced discard. «Cards that are discard- 
ed are put into your graveyard, then on top of your 
library as a triggered ability. This interacts normally 
with other ke abilities, It also means that your 
opponent will see the cards that you put on top of 
your library. *You can't skip a phase that has already 
begun. If Library of Leng is tapped when your discard 
phase begins and becomes untapped during the dis- 
card phase, you don’t end the phase prematurely. 5E 


Lifeline Art 5 
Whenever a creature is put into a graveyard and a 
creature is in play, return that creature from your 
graveyard to play at end of turn. 


Lotus Blossom Art 2 
During your upkeep, you may put a petal counter on 
Lotus Blossom, @, Sacrifice Lotus Blossom: Add X 
mana of one color to your mana pool, where X is the 
number of petal counters on Lotus Blossom. Play this 
ability as a mana source. US 


Lotus Petal Art 0 
®, Sacrifice Lotus Petal: Add one mana of any color to 
your mana pool, Play this ability as a mana source. TE 


Magnetic Web Art 2 
Fact creature with any magnet counters on it attacks, 
if able, if any other creatures with magnet counters on 
them that the attacking player controls attack. If any 
creature with any magnet counters on it attacks, all 
creatures with magnet counters on them that the 
defending player controls block that creature if able. 
1, ®: Put a magnet counter on target creature. TE 


}CLE PLAYER’S GUIDE 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 
Mana Vault Art 1 
Mana Vault does not untap during your untap phase, 
At the end of your upkeep, if Mana Vault is tapped, it 
deals 1 damage to you. 4: Untap Mana Vault at end 
of upkeep. Use this ability only during your upkeep. 
>: Add three colorless mana to your mana pool, Play 
this ability as a mana source. «Mana Vault's end-of- 
upkeep ability and its ability to untap itself implicitly 
break the rule that prevents artifact abilities from 
being played while the artifact is tapped. «The ability 
to damage you is played at end of upkeep. If Mana 
Vault is tapped when you play its end-of-upkeep abili- 
ty, the effect deals 1 damage to you; whether it's 
untapped at any other time is unimportant. Note that 
you can pay to untap Mana Vault, take the damage, 
and then let it untap, if you have some reason for 
lowering your life total. «Contrary to past errata, the 
mana produced by Mana Vault may be used to untap 
Basalt Monoliths and Mana Vaults, and vice versa. SE 


Manakin AC 1 2 
®: Add one colorless mana to your mana pool, Play 
this ability as a mana source, TE 


Medicine Bag Art 3 
1 ,&, Choose a discard a card: Regenerate target 
creature, EX 
Meekstone Art 1 
Creatures with power 3 or greater do not untap dur- 
ing their controllers’ untap phases, 5E 


Memory Crystal Art 3 
All buyback costs are reduced by 2. EX 
Metallic Sliver AC WM 1 
Metallic Sliver counts as a Sliver. TE 
Metrognome Art 4 


When a spell or ability one of your opponents controls 
Causes you to discard Metrognome, put four Gnome 
tokens into play. Treat these tokens as 1/1 artifact 
creatures. 4, «>: Put a Gnome token into play. Treat 
this token as a 1/1 artifact creature, US 


Millstone Art 2 
2, ©: Put the top two cards of target player’s 
library into his or her graveyard. «Mote that this effect 
doesn't cause the cards to be discarded; it simply 
moves them into the player's graveyard. «This effect 
doesn't cause the cards to be drawn, either. Emptying 
a player's library with it isn't sufficient to cause the 
player to lose; the player won't lose until he or she 
has to draw a card and can't. ‘When more than one 
card is put into a player's graveyard at once, that 
player chooses the order of those cards. 


Mindless Automaton AC 0/0 4 
Mindless Automaton comes into play with two +1/+1 
counters on it. 1, Choose and discard a card: Put a 
+1/+1 counter on Mindless Automaton. Remove two 
— counters from Mindless Automaton: Draw a 
card, 


Mishra’s Helix Art 5 
X, &: Tap X lands, US 
Mobile Fort AC 0/6 4 


Mobile Fort counts as a Wall. 3: Mobile Fort gets 
+3/-1 until end of turn and can attack this turn as 
though it were not a Wall. Play this ability only once 
each turn, US 


Mogg Cannon Art 2 
farget creature you control gets +1/+0 and gains 
flying until end of turn, At end of turn, destroy that 

creature, TE 


Mox Diamond Art 0 
When Mox Diamond comes into play, choose and dis- 
card a land card or sacrifice Mox Diamond. >: Add 
one mana of any color to your mana pool, Play this 
ability as a mana source. SH 


Nevinyrral’s Disk Art 4 
Nevinyrral’s Disk comes into play tapped. 1, @: 
Destroy all artifacts, creatures, and enchantments, 
«Because all artifacts, creatures, and enchantments 
are destroyed at the same time, enchantments on 
creatures may be used to regenerate them. 5E 


Noetic Scales Art 4 
During each player’s upkeep, return to owner’s hand 

each creature that player controls with power greater 
than the number of cards in his or her hand. US 


Null Brooch Art 4 
2.,, Discard your hand: Counter target noncreature 
spell. Play this ability as an interrupt. 


Obelisk of Undoing — Art 1 
6, : Return target permanent you control and own 
to your hand, *7his ability can target tokens, because 
they're owned by who ever controlled the effect that generated 
them. Remember that a token would leave the game perma- 
nently after being put into your hand, 5E 
Ornithopter 
Flying. 
Patchwork Gnomes = AC. 2/1 3 
Chose and discard a card: Regenerate Patchwork 
Gnomes. 


AC 0/2 0 
5E 


Pearl Medallion Art 2 

Your white spells cost 1 less to play. TE 

fontgran ram of the Ages Art 4 
revent all padi: to you from one source. 


(Treat further damage from that source normally.) 


Sor - Sorcery 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


P/T Cost 


This ability prevents only the damage being dealt 
during the current damage-prevention step, not dam- 
age dealt earlier or later. 5E 


Phyrexian Colossus AC 8/8 a 
Phyrexian Colossus does not untap during your untap 
phase. Pay 8 life: Untap Phyrexian Colossus, 

Phyrexian Colossus cannot be blocked by fewer than 
three creatures, U 


Phyrexian Grimoire — Art 3 
4, &: Target opponent chooses one of the top two 
cards in your graveyard, Remove that card from the 

game and put the other into your hand. 


Phyrexian Hulk AC 5/4 & 


Phyrexian Processor = Art 4 
When Phyrexian Processor comes into play, pay any 
amount of life. 4, : Put a Minion token into play. 
Treat this token as a black creature with power and 
toughness each equal to the amount of life paid at 
the time Phyrexian Processor came into play. US 


Phyrexian Splicer Art 2 
2, &: Chose flying, first strike, trample, or shadow. 
Target creature with that ability loses it until end of 
turn. Another target creature gains that ability until 
end of turn, T 
Pit Trai Art 2 
2, &, Sacrifice Pit Trap: Destroy target attacking 
creature without flying. That creature cannot be 
regenerated this turn, US 


Portcullis Art 4 
Whenever any creature comes into play, if there are 
two or more other creatures in play, set that creature 
aside. If Portcullis leaves play, put the creature into 
play under its owner's control, s 
Primal Clay AC Se 4 
When you play Primal Clay, choose one-Primal Clay is 
a 2/2 artifact creature with flying; or Primal Clay is a 
3/3 artifact creature; or Primal Clay is a 1/6 artifact 
creature that counts as a Wall. Remember that cards 
that copy Primal Clay are stuck with whichever form 


Title Type 


was chosen for the original Primal Clay. 5E 
Pup Strings Art 3 

: Tap or a od target creature. TE 
fas ing Scythe Art 5 


eh nA upkeep, Purging Scythe deals 2 damage to 
the creature with the lowest toughness. If two or more 
creatures are tied for the lowest toughness, you decide 
to which creature Purging Scythe deals damage. US 
Rod of Ruin Art 4 
3, : Rod A Ruin deals 1 damage to target crea- 

ture or player. 5E 


Ruby Medallion Art 2 
be red spells cost 1. less to play. TE 

Sapphire Medallion Art 2 
Your blue spells cost 1 less to play. TE 
Scalding Tongs Art 2 


During your upkeep, if you have three or fewer cards 
in your hand, Scalding Tongs deals 1 damage to tar- 
get opponent. TE 


Scroll Rack Art 2 
1, ©: Chose any number of cards in your hand and 
remove them from the game. Put an equal number of 
cards from the - of your library into your hand. 
Then put the cards removed from the game with 
Scroll Rack on top of your library in any order. Ls 


Serpent Generator Art 

4, ©: Put a Poison Snake token into play. Treat ths 
token as a 1/1 artifact creature. If any Poison Snake 
damages any player, he or she gets a poison counter. 
If any player has ten or more poison counters, he or 
she loses the game. 5 


Shapeshifter AC */1-* 6 
Shapeshifter has total power and toughness of 7, 
divided any way you choose, though neither can be 
more than 7. When you play Shapeshifter, choose its 
power and toughness. During your upkeep, choose 
Shapeshifter’s power and toughness, *Setting Shape- 
shifter's power and toughness is an upkeep ability, so 
it can be played only once each turn. Note that you're 
changing only its base power and toughness; existing 
modifiers are applied to the new power and tough- 
ness normally. 5E 
Shifting Wall AC 0/0 x 
Shifting Wall counts as a Wall, Shifting Wall comes 
into play with X +1/+1 counters on it. “4 
Skull Catapult Art 

1, &, Sacrifice a creature: Skull Catapult deals Ps 
damage to target creature or player. 5E 


Skyshaper Art 2 
Sacrifice Skyshaper: All creatures you control gain fly- 
ing until end of turn, EX 
Smokestack Art 4 
During your upkeep, you may put a soot counter on 
Smokestack. During each player’s upkeep, that player 
sacrifices a permanent for each soot counter on 
Smokestack. 


Soul Net Art 1 
1: Gain 1 life. Use this ability only when a creature 
is put into any graveyard from play and only once for 
each such creature. * You can play triggered abilities 


Sor - Sorcery 
SC - Summon Creature 


Type P/T Cost 


even if the source has left play by the time you play 
the ability. Thus, an animated Soul Net can give you 
life for its own destruction. 5E 


Spellbook Art 0 
- your discard EX 

Sphere of Resistance Art 2 
Al spells cost an additional 1. to play. EX 
Squee’s Toy Art 1 
®: Prevent 1 damage to any creature, TE 
Static Orb Art 


3 
Players cannot untap more than two permanents dur- 
ing their untap phase. TE 
Sword of the Chosen LArt 2 
: Target legend gets +2/+2 until end of turn, SH 
Tawnos’s Weaponry Art 2 
You may choose not to untap Tawnos's Weaponry 
during your untap phase, 2, @: Target creature 
gets +1/+1 as long as Tawnos’s Weaponry remains 
tapped. 5E 
Telethopter AC 3/1 4 
Tap a creature you control: Telethopter gains flying 
until end of turn. TE 
Temporal Aperture Art 2 
®: Shuffle your library and reveal the top card. 
Until end of turn, as long as that card remains on top 
of your library, you may play the card as though it 
were in your hand without paying its casting cost. (/f 
the spell has & in its casting cost, X is 0) 
Thopter Squadron AC 0/0 5 
Flying. Thopter Squadron comes into play with three 
+1/+1 counters on it. 1, Remove a +1/+1 counter 
from Thopter Squadron: Put a Thopter token into 
play. Treat this token as a 1/1 artifact creature with 
flying. Play this ability as a sorcery. 1, Sacrifice a 
Thopter: Put a +1/+1 counter on Thopter Squadron. 
Play this ability as a sorcery. EX 
Thran Turbine Art 1 
During your upkeep, you may add up to two colorless 
mana to your mana pool. This mana cannot be spent 
to play spells, US 
Throne of Bone Art t 
1: Gain 1 life. Use this ability only when a black 
spell is successfully cast and only once for each such 
spell, 5E 
Thumbscrews Art 2 
During your upkeep, if you have five or more cards in 
hand, Thumbscrews deals 1 damage to target oppo- 
nent. TE 
Time Bomb Art 4 
During Lg upkeep, put a time counter on Time 
Bomb. 1, ®, Sacrifice Time Bomb: Time Bomb 
deals to ae creature and player 1 damage for each 
time counter on it. 5E 
Torture Chamber Art 3 
During your upkeep, put a pain counter on Torture 
Chamber. At the end of your turn, Torture Chamber 
deals 1 damage to you for each pain counter on it. 1, 
>, Remove all pain counters from Torture Chamber: 
Torture Chamber deals 1 damage to target creature for 
each pain counter removed in this way. 
Vanemegitying Licid AC 2/2 3 
Transmogrifying Licid counts as a Licid. 1, @: 
Transmogrifying Licid loses this ability and becomes a 
creature enchantment that reads “Enchanted creature 
gets +1/+1 and counts as an artifact” instead of any 
other type of permanent. Move Transmogrifying Licid 
onto target creature. You may pay 1 to end this 
effect. */f a Licid tagets itself with its ability, the effect 
turns the Licid into a creature enchantment targeting 
itself. Because it is no longer a creature, the Licid is 
then destroyed because its taget is illegal. EX 
Umbilicus Art 4 
During each player's upkeep, that player pays 2 life 
or returns a permanent he or she controls to owner's 
hand. US 
Urza’s Armor Art 6 
Whenever a source deals damage to you, that dam- 
age is reduced by 1. US 
Urza’s Avenger AC 4/4 6 
0: Urza's Avenger gets -1/-1 and gains your choice 
of banding, flying, first strike, or trample until end of 
turn, 5 
Urza’s Bauble Art 0 
&, Sacrifice Urza's Bauble: Look at a card you 
choose at random from target player's hand. Draw a 
card at the beginning of the next turn, 5E 
Volrath’s La ry = Art 5 
When you play Volrath’s Laboratory, choose a color 
and creature type. 5, ©: Put a token creature into 
play. Treat this token as a 2/2 creature of the chosen 
color and creature type. SH 


Voltaic Key Art 1 
1, ©: Untap target artifact. US 
Wall of Junk AC 0/7 2 
Whenever Wall of Junk blocks, return it to owner's 
hand at end of combat. U 
Wall of Spears AC 2/3 3 
First strike, Wall of Spears counts as a Wall. 5E 
Watchdog AC 12 3 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


Watchdog blocks if able. As long as Watchdog is 


untapped, all creatures attacking you get-1/-0. TE 
Whetstone Art 3 
3: Each player puts the top two cards of his or her 
library into his or her graveyard. US 
Winter Orb Art 2 
Players cannot untap more than one land during their 
untap phases. «Animated lands are subject to both 
Smoke and Winter Orb. Allowing one to untap will use 
up your one creature and your one land for that tum. 5E 
Wirecat AC 4/3 4 
Wirecat cannot attack or block if an enchantment is 
in play. US 
Wooden Sphere Art 1 
1: Gain 1 life. Use this ability only when a green 
spell is successfully cast and only once for each such 
spell. 5E 
Workhorse AC 0/0 6 
Workhorse comes into play with four +1/+1 counters 
on it. Remove a +1/+1 counter from Workhorse: Add 
one colorless mana to your mana pool. Play this abili- 
ty as a mana source. EX 
Worn Powerstone Art 3 
Worn Powerstone comes into play tapped. «>: Add 
two colorless mana to your mana pool, Play this abili- 
ty as a mana source. US 


BLACK 


Abandon Hope Sore xXx1®@ 
Choose and discard X cards: Look at target oppo- 

nent’s hand and choose X of those cards, That player 
discards the chosen cards. TE 


Abyssal Horror = SuHorror “2/2 444 
Flying. When Abyssal Horror comes into play, target 
player chooses and discards two cards. US 


Abyssal Specter Su Specter 2/3 24 
Flying. If Abyssal Specter damages any player, he or 
she chooses and discards a card. *Discarding the 
card is a side effect of the damage, so it happens 
only if the Specter successfully deals damage.  5E 


Animate Dead Ench 1® 
When you play Animate Dead, choose target creature 
card in any graveyard. When Animate Dead comes 
into play, put that creature into play and Animate 
Dead becomes a creature enchantment that targets 
the creature. Enchanted creature gets -1/-0. If 
Animate Dead leaves play, destroy the creature. The 
creature cannot be regenerated this turn, «Animate 
Dead can target only creature cards in any graveyard. 
Once it's in play, it becomes a creature enchantment 
that targets only the animated creature. This is the 
only legal target, and can’t be affected by 
Enchantment Alteration and so forth. A creature's 
abilities don’t apply while the creature card is in the 
graveyard. For example, a White Knight card in the 
graveyard doesn't have protection from black, so it 
can be the target of Animate Dead. However, once 
the Knight comes into play, its protection from black 
will take effect, causing the enchantment to be 
destroyed, which will then destroy the Knight. 5E 


Ashes to Ashes Sorc 1®® 
Remove two target nonartifact creatures from the 
game. Ashes to Ashes deals 5 damage to you. 

* Targeted effects fizzle against each target individual- 
ly, and their non-targeted portions fail if and only if 
the effect fizzles against all targets. So if Ashes to 
Ashes fizzles against one target, it affects the other 
one normally, and you take 5 damage. If it fizzles 


against both targets, you take no damage. 5E 
Bad Moon Ench 1® 
All black creatures get +1/+1, 5E 
Befoul Sore 220 


Destroy target land or nonblack creature, A creature 
destroyed this way cannot be regenerated this tum. US 
Bellowing Fiend  SuSpirt 3/3 4% 
Flying. Whenever Bellowing Fiend damages any crea- 
ture, Bellowing Fiend deals 3 damage to that crea- 
ture’s controller and 3 damage to you, TE 
Bereavement Ench 1® 
Whenever a green creature is put into a graveyard from 
play, its controller chooses and discards a card. US 
Black Knight SuKnight 2/2 &@® 
First strike, protection from white, 5E 
Blight EL CT 
If enchanted land becomes tapped, destroy it at end 
of turn. 5E 
Blood Pet SuThrull 1/1 ® 
Sacrifice Blood Pet: Add # to your mana pool, Play 
this ability as a mana source. TE 
Blood Vassal SuThull 2/2 2@ 
Sacrifice Blood Vassal: Add 44 to your mana pool, 
Play this ability as a mana source. US 


Bog Imp Sulm VW 1@ 
Flying. 5E 
Bog Raiders Su Zombies 2/2 2@ 
Swampwalk. US 
Bog Rats SuRats 1/1 ® 
Bog Rats cannot be blocked by Walls. 5E 


ST - Stronghold 
EX - Exodus 


: Title Type 
Bog Wraith SuWraith 3/3 39@ 
Swampwalk. 5E 
Bottomless Pit Ench 1®® 


During each player's upkeep, that player discards a 
card at random. S$ 


Bounty Hunter  SuMinion 2/2 206 
®: Put a bounty counter on target nonblack crea- 
ture. >: Destroy target creature with any bounty 
counters on it. 


Breach Inst 2@ 
Target creature gets +2/+0 until end of turn. That 
creature cannot be blocked except by artifact crea- 
tures and black creatures this turn. US 


Breeding Pit Ench 3@ 
During your upkeep, pay 44% or sacrifice Breeding 
Pit. At the end of your turn, put a Thrull token into 
play. Treat this token as a 0/1 black creature.  5E 


Put target card from your graveyard: 
‘on top of your brary, 


The wise pay as much attention to what 
they throw away as to what they keep. 


Sometimes artwork comes in that doesn’t 
quite fit the assignment. This usually 
results in two cards having their art 

switched. In this case, however, Reclaim 

became Forbid, Forbid became Reaping 
the Rewards, Reaping the Rewards 
became Manabond, Manabond became 
Spellshock, Spellshock became Allay, 
Allay became Mana Breach, and finally, 
Mana Breach became Reclaim. . . 


Broken Visage Inst 4® 
Destroy target nonartifact attacking creature and put 
a Shadow token into play. The destroyed creature 
cannot be regenerated this turn, Treat this token as a 
black creature with the same power and toughness 
as the targeted creature. At end of turn, sacrifice the 
token. * The token has power and toughness equal to 
the current power and toughness of the target, 
including bonuses from effects such as Bad Moon's 
or Giant Growth's, For example, if Broken Visage tar- 
gets 2 Black Knight (normally 2/2) while a Bad Moon 
is in play (making the Knight 3/3), the Visage token 
will be a 3/3 creature that in turn gets the Bad Moon 
bonus, so it will be 4/4, * Tokens enter play under the 
control of whoever controls the effect that produces 
them, so you get the Shadow token regardless of 
who controls the targeted creature. 5E 
Brush with Death Sore 20 
Buyback 2 44. Target opponent loses 2 life. You 
gain 2 life. SH 
Cackling Fiend  SuZombie 21 200 
When Cackling Fiend comes into play, each of your 
Opponents chooses and discards a card. 
Cannibalize Sorc 1® 
Choose two target creatures controlled by any one 
player. Remove one of those creatures from the game 
and put two +1/+1 counters on the other. SH 


Type P/T. Cost 


Carnophage Su Zombie _ 2/2 ® 
During your upkeep, pay 1 life or tap Carnophage. EX 
Carrion Ants SuAnts 0/1 2@@ 
1: Carrion Ants gets +1/+1 until end of turn. 


Carrion Beetles Su insects 1/1 ES 
2%, ©: Remove from the game up to three target 
cards in one graveyard, US 


Carrionette Su Skeleton 1/1 1 @ 
2: Remove Carrionette and target creature from 
the game, That creature’s controller may pay 2 to 
counter this ability. Use this ability only if Carrionette is 
in your graveyard. TE 
Cat Burglar Su Minion 2/2 3 
2 ®, &: Target player chooses and discards a 
card. Play this ability as a sorcery. 


Cloak of Confusion EC 1@ 
©: Defending player discards a card at random. 
Enchanted creature deals no combat damage this 
turn. Use this ability only if enchanted creature is 
attacking and unblocked and only once each turn, 5E 


Clot Sliver Su Sliver 1 1 ® 
Each Sliver gains “2: Regenerate this creature.’ TE 


Coercion Sore 2% 
Look at target opponent’s hand and choose one of 
those cards, That player discards that card, TE 


Coffin Queen SuWizad 11 2@ 
You may choose not to untap Coffin Queen during 
your untap phase. 2, @: Choose target creature 
card in any graveyard and put that creature into play 
under your contro!, Remove the creature from the 
game if Coffin Queen becomes untapped or if you 
lose control of Coffin Queen. *Coffin Queen's second 
ability has two effects. First, it puts a creature card 
into play; this is a one-time effect. Second, it sets up 
an ongoing effect that tracks what happens to the 
Coffin Queen. If a creature put into play by Coffin 
Queen phases out, the ongoing effect that links the 
creature to the Coffin Queen's status will end. After it 
phases back in, it'll be unaffected by the Coffin 
Queen's status. Remember that the creature doesn't 
actually depend on Coffin Queen to stay in play. Once 
the one-time effect mentioned above resolves, the 
creature is simply in play, just like any other creature. 
This means that itll phase in and out normally, just 
as if it were a creature brought back into play by, 
say, Strands of Night. TE 


Commander Greven ii-Vec Su Legend 7/53 4 @ 
When Commander Greven iVec comes into play, 
sacrifice a creature. Greven cannot be blocked except 
by artifact creatures and black creatures, 


Contamination Ench 2¢ 
During your upkeep, sacrifice a creature or sacrifice 

Contamination. Whenever a land is tapped for mana, it 
produces 4 instead of its normal type and amount.US 


Corpse Dance Inst 2@ 
Buyback 2°. Take the top creature card in your grave- 
yard and put that creature into play. The creature is 
unaffected by summoning sickness this turn. Remove 
the creature from the game at end of turn, TE 


Corrupt Sore 5@ 
Corrupt deals 1 damage to target creature or player 
for each swamp you control. When Corrupt success- 
fully deals damage to a creature or player, gain life 
equal to that damage, U 


Corrupting Licid  Sulicd 272 2 
@, >: Corrupting Licid loses this ability and becomes 
a creature enchantment that reads “Enchanted crea- 
ture cannot be blocked except by artifact creatures 
and black creatures” instead of a creature, Move 
Corrupting Licid onto ay, creature. You may pay & 
to end this effect. «See Transmogrifying Licid for relat- 
ed rulings. SH 
Crazed Skirge Sulmp 22 3® 
Flying. Crazed Skirge is unaffected by summoning 
sickness, 

Crovax the CursedSu Legend 0/0 2 
Crovax the Cursed counts as a Vampire, Crovax comes 
into play with four +1/+1 counters on it. During your 
upkeep, sacrifice a creature and put a +1/+1 counter 
on Crovax, or remove a +1/+1 counter from Crovax. 
®: Crovax gains flying until end of turn, SH 
Culling the Weak MS ® 
Sacrifice a creature: Add 4444 to your mana 
pool. EX 
Cursed Flesh EC ® 
Enchanted creature gets -1/-1 and cannot be blocked 
except by artifact creatures and black creatures. EX 


Cursed Land EL 299 
During the upkeep of enchanted land’s controller, 
Cursed Land deals 1 damage to him or her. 5E 
Dark a Inst 2@ 
Destroy target nonbla 


ck creature. That creature can- 
not be regenerated this turn. TE 
Dark Hatchlin SuHoror 3/3 4% 
Flying. When Dark Hatchling comes into play, destroy 
target nonblack creature. That creature cannot be 
regenerated this turn. 

Dark Ritual MS 


CJ 
Add 444% to your mana pool. 5E,TE,US 


Type P/T Cost 
Darkest Hour Ench = 
All creatures are black. US 
Darkling Stalker SuSpirt 11 3@ 
?: ace Darkling Stalker. 4: Darkling Stalker 
gels +1/+1 until end of turn, TE 


Dauthi Cutthroat SuMinion 1 1@ 
Shadow. 1, ©: Destroy target creature with 

shadow.: EX 
Dauthi Embrace Ench 2@ 
®®: Target creature gains shadow until end of ie 


Dauthi Ghoul SuZombie 11 D® 
Shadow. Whenever any creature with shadow is put 
into any graveyard from play, put a +1/+1 counter on 
Dauthi Ghoul, TE 
Dauthi Horror SuBeast 2/1 1 
Shadow. Dauthi Horror cannot be blocked by white 
creatures, TE 
Dauthi Jackal © SuHound 2/1 2@ 
Shadow. #, Sacrifice Dauthi Jackal: Destroy tar- 
get blocking creature. EX 
Dauthi Marauder Su Minion 3/1 20 
Shadow. TE 
Dauthi Meroonary Su Knight 21 2 
Shadow. 14: Dauthi Mercenary gets +1/+0 until 
end of turn, TE 
Dauthi Mindripper Su Minion 2/1 3 
Shadow. Sacrifice Dauthi Mindripper: Defending player 
chooses and discards three cards. Use this ability onl 
if Dauthi Mindripper is attacking and unblocked, TE 
Dauthi Slayer Su Soldier 2/2 @® 
Shadow Each turn, Dauthi Slayer attacks if able. TE 
Dauthi Trapper  SuMinion 1/1 2® 
®: Target creature gains shadow until end of tum. SH 


Dauthi Warlord  SuSoldier */1 1® 
Shadow. Dauthi Warlord has power equal to the num- 
ber of creatures with shadow in play. EX 
Death Pits of Rath — Ench 3@D 
Whenever any creature is dealt damage, destroy it. 
That creature cannot be regenerated this tum. TE 
Death Stroke Sore 22 
Destroy target tapped creature. SH 
Death’s Duet Sore 2 
Return two target creature cards from your graveyard 
to your hand, EX 
Death 


grip Ench Cx. 
@@: Counter target green spell. Play this ability as 
an interrupt. 5E 
Derelor SuThrull 4/4 3® 
Your black spells cost an additional @ to play.  5E 
Despondency EC 1® 
Enchanted creature gets -2/-0. When Despondency is 
put into a i al from play, return Despondency 

to owner's hand. US 


Diabolic Edict Inst 1e 
Target player sacrifices a creature. TE 
Diabolic Servitude — Ench 3@ 


When Diabolic Servitude comes into play, choose tar- 
get creature card in your graveyard and put that 
creature into play. When the chosen creature is put 
into a graveyard, remove the creature from the game 
and return Diabolic Servitude to owner's hand. When 
Diabolic Servitude leaves play, remove the chosen 
creature from the game. 


Discordant Dirge Ench 32 
During your upkeep, you may put a verse counter on 
Discordant Dirge. #, Sacrifice Discordant Dirge: Look 
at target opponent's hand and choose up to X of those 
cards, where X is the number of verse counters on 
Discordant Dirge. That player discards those cards. US 


Disturbed Burial Sorc 1e 
Buyback ‘3. Return target creature card from your 
graveyard to your hand, TE 


Drain Life Sore 1@ 
&: Drain Life deals X damage to target creature or 
player. Spend only black mana in this way. Gain 1 life 
for each 1 damage dealt, but not more than the 
toughness of the creature or the life total of the play- 
er Drain Life damages. * You decide how much # to 
spend on dealing damage as you play the spell and 
spend the mana at that time. You can't change your 
mind later and deal more or less damage than that a 
5 


for which you originally paid. 

Dread of Night Ench ® 
All white creatures get -1/-1. TE 
Dregs of Sorrow Sore x4@ 


Destroy X target nonblack creatures, Draw X cards. TE 
Drudge Skeletons Su Skeletons 1/1 1 
®: Regenerate. 5E 


Dungeon Shade  SuSpirit 11 3 
Flying. 4: Dungeon Shade gets +1/+1 until end ,? “ 
turn. 


Duress Sore cd 
Look at target opponent's hand and choose a non- 
creature, nonland card there. That player discards 
that card. US 
Eastern Paladin Su Knight 3/3 20 
®®, ©: Destroy target green creature. US 


CLE PLAYER’S GUIDE 


: Title Type P/T Cost 
Endless Scream EC x® 
Enchanted creature gets +X/+0. TE 
Enfeeblement EC CJ 
Enchanted creature gets -2/-2. TE 


Entropia Specter Su Spirit ** ae@ 
Flying. Entropic Specter has power and toughness 
each equal to the number of cards in target oppo- 
nent’s hand. If Entropic Specter damages any player, 
that player chooses and discards a card. xX 


Erg Raiders SuRaiders 2/3 1 
At the end of your turn, Erg Raiders deals 2 damage 
to you if it did not attack this turn. Ignore this effect 
if Erg Raiders has summoning sickness. *At the end 
of your turn, Erg Raiders checks to see whether it 
attacked that turn. If it didn’t, then it damages you. 
The effect is ignored only if Erg Raiders has sum- 
moning sickness. 

Evil Eye of Orms-by-Gore Su Evil Eye 3/6 4 
Evil Eye of Orms-by-Gore cannot be blocked except 
by Walls, Except for Evil Eyes, creatures you control 
cannot attack. 5E 


Evil Presence EL 2 
Enchanted land is a swamp. 5E 
Evincar’s Justice Sore 2” 


Buyback 3:. Evincar’s Justice deals 2 damage to 
each creature and player. TE 
Exhume Sore 1® 
Each player chooses a creature card in his or her 
graveyard and puts that creature into play. 
Expunge Inst 2@ 
Destroy target nonartifact, nonblack creature. That crea- 
ture cannot be regenerated this turn. Cycling 2. US 
Extinction Sore 4® 
Destroy all creatures of any creature type of your 
choice. TE 


Fallen Angel Su Angel 3/3 3@@ 
Flying. Sacrifice a creature: Fallen Angel gets +2/+1 

until end of turn SE 
Fear EC PP 


Enchanted creature cannot be blocked except by arti- 
fact creatures and black creatures. 5E 
Fevered Convulsions —Ench 2® 
2: Put a -1/-1 counter on target creature. TE 
Flesh Reaver SuHorror 4/4 1 ® 
Whenever Flesh Reaver successfully deals damage to 
a creature or opponent, Flesh Reaver deals an equal 

amount of damage to you. U 

Foul Imp Sulmp 2/2 @® 
Flying. When Foul Imp comes into play, lose 2 life. “i 


Frozen Shade SuShade O/1 20 
®: +1/+1 until end of turn. 5E 


ue Sorc ee 
Target player chooses and discards three cards. EX 
Funeral March EC 1®® 


If enchanted creature leaves play, its controller sacri- 
fices a creature. 5E 


Gloom Ench 20 
White spells cost an additional 3 to play. Activated 
abilities requiring an activation cost of white enchant- 
ments cost an additional 3 to play. *A/though Gloom 
increases the cost to play a white spell or use the 
ability of a white enchantment, it doesn’t increase the 
casting cost of the spell or the activation cost of the 
enchantment. For example, Spell Blasting a 
Disenchant costs 2") even if Gloom is in play. 
Likewise, an effect that reduces the activation cost of 
your enchantments couldn't reduce the mana pay- 
ment required by Gloom. «The effect applies only to 
the activation costs of enchantments, not to other 
costs such as upkeep costs. 5E 
Grave Pact Ench 1e@@ 
Whenever any creature you control is put into any 
graveyard, each other player sacrifices a creature, SH 
Gravedigger SuZombie 2/2 3% 
When Gravedigger comes into play, you may return tar- 
get creature card from your graveyard to your hand. TE 
Greater Werewolf Su Lycanthrope 2/4 4 
At end of combat, put a -0/-2 counter on each creature 
blocking or blocked by Greater Werewolf. « This ability is 
played at end of combat rather than triggering when 
blockers are declared, so killing the Werewolf during 
combat will prevent its ability from being played. — 5E 
Grollub SuBeast 3/3 2% 
For each 1 damage dealt to Grollub, each opponent 
gains 1 life. EX 
Hatred Inst aR 
Pay % life: Target creature gets +X/+0 until end of 
turn, EX 
Hecatomb Ench 1®® 
When Hecatomb comes into play, sacrifice four crea- 
tures or sacrifice Hecatomb. Tap a swamp you control: 
Hecatomb deals 1 damage to target creature or player. 
*/f you control at least four creatures when Hecatomb’s 
“comes into play” effect resolves, you may choose four 
of them and sacrifice them. If you decide not to or 
don't have enough creatures, Hecatomb is buried. 5E 
Hollow Dogs SuHounds 3/3 4@ 
Whenever Hollow Dogs attacks, it gets +2/+0 until 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 


end of turn. US 


Howl from Beyond Inst x® 
Target creature gets +X/+0 until end of turn. 5E 


Ill-Gotten Gains Sore 22 
Remove Ill-Gotten Gains from the game, All dis- 
card their hands, then each player puts up to three 

cards from his or her graveyard into his or her hand.US 


Imps’ Taunt Inst 1® 
Buyback 3. Target creature attacks this turn if able, TE 


Initiates of the Ebon HandSu Clerics1/1 = ® 
1: Add @ to your mana pool. If 4 or more is spent 
in this way during one turn, sacrifice Initiates of the 
Ebon Hand at end of turn. Play this ability as a mana 
source. *7he mana spent to play this ability isn’t sim- 
ply changed from 1 to %. The colorless mana is 
spent, and black mana is added to your pool, 5E 


Keeper of the Dead Su Wizard 1/2 ®® 
®, ©: Destroy target nonblack creature. Play this 
ability only if that creature's controller has at least 
two fewer creature cards in his or her graveyard than 
you have in yours, EX 


Kezzerdrix SuBeast 4/4 2% 
First strike. During your upkeep, if your opponents con- 
trol no creatures, Kezzerdrix deals 4 damage to you. TE 


Kjeldoran Dead = SuDead 3/1 ® 
en Kjeldoran Dead comes into play, sacrifice a crea- 
ture. #: Regenerate Kjeldoran Dead. * When Kjeldoran 
Dead's “comes into play" effect resolves, you choose 
and sacrifice a creature. If Kjeldoran Dead is your only 
creature in play at that time, you sacrifice it 
Knight of Dusk = Su Knight 2/2 14@ 
baba Destroy target creature blocking Knight of 3 
sk. 


Knight of Stromgaldsu Knight 2/1 
Protection from white, 4: Knight of Stromgald gains 
first strike until end of turn, 44: Knight of 

Stromgald gets +1/+0 until end of turn. 5E 


Krovikan Fetish EC 2@ 
Draw a card at the beginning of the turn after 
Krovikan Fetish comes into play. Enchanted creature 
gets +1/+1, 5E 


Lab Rats Sore 2 
Buyback 4. Put a Rat token into play. Treat this 
token as a 1/1 black creature. $ 


Leeching Licid Sulicid 11 2® 
®, : Leeching Licid loses this ability and becomes 
a creature enchantment that reads “During the 
upkeep of enchanted creature's controller, Leeching 
Licid deals 1 damage to that player” instead of any 
other type of permanent. Move Leeching Licid onto 
target creature. You may pay 4 to end this effect. 
See Transmogrifying Licid for related rulings. TE 


Leshrac’s Rite EC ® 
Enchanted creature gains swampwalk. 5E 
Living Death Sore 3O® 


Remove from the game all creature cards in all 
graveyards, Then, put each creature that is in play 
into its owner’s graveyard. Then, take each creature 
card removed from the game with Living Death and 
put it into play under its owner's control. E 


Looming Shade SuShade 11 2® 
: Looming Shade gets +1/+1 until end of turn. US 


Lord of the Pit SuDemon7/7 42@@ 
Flying, trample. During your upkeep, sacrifice a crea- 
ture other than Lord of the Pit. If you cannot, Lord of 
the Pit deals 7 damage to you. *7his upkeep costs is 
mandatory. If you have any other creatures in play at 
the time you play Lord of the Pit's upkeep ability, you 
must sacrifice one of them. If you can't, Lord of the 
Pit deals 7 damage to you, This oe may be pre- 
vented normally-for example, with a CoP. *Because 
the sacrifice is a cost, you can sacrifice one Lord of 
the Pit to another, but you can't sacrifice two Lords 
of the Pit to each other. Paying one Lord's upkeep 
cost removes the other from play, thereby preventing 
you from paying the other's upkeep cost. 


Lost Soul Su Lost Soul 2/1 144 
Swampwalk. 5E 
Lurking Evil Ench PPP 


Pay half your life, rounded up: Lurking Evil becomes a 
4/4 creature with flying that counts as a Horror, US 


gerry Imp Sulm V1 2m 
Flying. : All non-Wall creatures target opponent 
controls attack this turn if able, At end of turn, 
destroy each of those creatures that did not attack. 
Use this ability only during target opponent's turn and 
only before combat. TE 
Mana Leech SuWorm 1/1 2@ 
You may choose not to untap Mana Leech during 
i untap phase, @: Tap target land. As long as 

jana Leech remains tapped, that land does not 
untap during its controller's untap phase. US 
Marsh Lurker SuBeast 3/2 3@ 
Sacrifice a swamp: Marsh Lurker cannot be blocked this 
tum except by artifact creatures and black creatures. TE 
Megrim Ench 2 
Whenever any opponent discards a card, Megrim 
deals 2 damage to him or her. 


Mind Mongats Su insects 2/2 3@ 
When Mind Maggots comes into play, choose and 
Sor - Sorcery 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 

discard any number of creature cards. For each card 
discarded this way, put two +1/+1 counters on Mind 
Maggots. EX 


Mind Peel Sorc ® 
Buyback 2 44. Target player chooses and discards 
a card. SH 
Mind Ravel Sore 29 
Target player chooses and discards a card. Draw a 
card at the beginning of the next turn. * This spell 
doesn't fizzle if the target has no cards, so you'll 


draw your card regardless. 

Mind Warp Sore x3 
Look at target player’s hand. He or she discards X 
cards of your choice. 5E 
Mindstab Thrull = SuThul 2/2 1%@ 


Sacrifice Mindstab Thrull: Defending player chooses 
and discards three cards. Use this ability only if 
Mindstab Thrull is attacking and unblocked. 5E 
Mindwarper Su Spirit 0/0 2@ 
Mindwarper comes into play with three +1/+1 coun- 
ters on it. 2.4, Remove a +1/+1 counter from 
Mindwarper: Target player chooses and discards a 
card. Play this ability as a sorcery. 

Mindwhip Sliver SuSliver 2/2 2 
Each Sliver gains “2, Sacrifice this creature: Target 
player discards a card at random. Play this ability as 
a sorcery.” TE 
Minion of the Wastes Su Minion*/* 3 
Trample. When you play Minion of the Wastes, pay 
any amount of life. Minion of the Wastes has power 
and toughness each equal to that amount. 

Mole Worms SuWorms 1/1 2 
You may choose not to untap Mole Worms during 
your untap phase, : Tap target land. As long as 
Mole Worms remains tapped, that land does not 
untap during its controller's untap phase. 5E 
Morgue Thrull SuThrull 2/2 20 
Sacrifice Morgue Thrull: Put the top three cards of 
your library into your graveyard. SH 
Mortuary Ench 3@ 
Whenever any creature is put into your graveyard 
from play, put that creature on top of your library. SH 
Murk Dwellerssu Murk Dwellers 2/2 3 
If Murk Dwellers attacks and is not blocked, it gets 
+2/+0 until end of tun. 5E 


Nausea Sore 1® 
All creatures get -1/-1 until end of turn. EX 
Necrite Su Thrull 2/2 19 


Sacrifice Necrite: Destroy target creature defending 
player controls. That creature cannot be regenerated 
this turn. Use this ability only if Necrite is attacking 
and unblocked. 5E 


Necrologia Inst 322 
Play Necrologia only during your discard phase. Pay 
life: Draw X cards. EX 


Necropotence Ench POP 
Skip your draw phase. Whenever you discard a card, 
remove that card from the game. Pay 1 life: Remove 
the top card of your library from the game. At the 
beginning of your discard phase, put that card into 
your hand, *Mecropotence doesn't cause you to skip 
‘your draw phase unless it's in play when the phase 
begins, For example, you may skip your draw phase 
for effects such as Pursuit of Knowledge’s prior to 
when Necropotence would cause you to skip it. If 
another effect, such as the death of an Ivory 
Gargoyle, also causes you to skip that phase, you 
choose which effect actually causes you to skip it. If 
Necropotence’s effect lets you skip the phase, you'll 
still have to skip one later for the other effects, * The 
activated ability removes cards from your library 
immediately, and puts them into your hand at the 
beginning of your next discard phase. The cards are 
put into your hand by Necropotence's effect, not by 
the card itself, so you'll get them even if it leaves 
play, *The cards that are placed aside remain face 
down. However, if an effect makes the top card of 
your library visible, the card will remain face up when 
set aside. Cards are removed one at a time, so they 
all would be face up. All cards you discard are 
removed from the game, even if you discard them to 
somewhere other than your graveyard. This includes 
cards that are discarded as a cost. 5E 


Nether Shadow SuShadow 1/1 &® 
Nether Shadow is unaffected by summoning sickness. 
At the end of your upkeep, if Nether Shadow is in 
your graveyard with at least three creature cards 
above it, you may put Nether Shadow into play. » 7his 
is a phase ability rather than an activated ability so 
Nether Shadow may be returned to play only once 
each turn. 5E 


Nightmare Su Nightmare */* 5S 
Flying. Nightmare has power and toughness each 

equal to the number of swamps you control. 5E 
No Rest for the Wicked Ench 1® 


Sacrifice No Rest for the Wicked: Return to your 
hand all creature cards put into your graveyard from 
play this turn. US 
Oath of Ghouls Ench 1® 
During each player's upkeep, if there are more crea- 
ture cards in that player’s graveyard than in target 


Sor - Sorcery 
SC - Summon Creature 


Type P/T Cost 


opponent's graveyard, the player may return a crea- 
ture card from his or her graveyard to his or her 


hand. 

Coreen Ench 1O® 
enever a player successfully casts a spell, that 

player chooses and discards a card. US 


Order of Yawgmoth Su Knight 2/2 20 
Order of Yawgmoth cannot be blocked except by arti- 
fact creatures and black creatures. Whenever Order 
of Yawgmoth successfully deals damage to a player, 
that player chooses and discards a card. s 


Paralyze EC ® 
When Paralyze comes into play, tap enchanted crea- 
ture. Enchanted creature does not untap during its 
controller's untap phase. That player may pay an addi- 
tional 4 during his or her upkeep to untap it. «Because 
the untap cost is paid during upkeep, it may be paid 
more than once each turn. Untap costs are cumula- 
tive, so two Paralyzes increase untap cost to 8. SE 


Parasitic Bond EC 3@ 
During the upkeep of enchanted creature's controller, 
Parasitic Bond deals 2 damage to that player. US 
eris' Sorc 29 
Destroy all green creatures. Those creatures cannot 
be regenerated this turn. TE 


Persecute Sore 22@ 
Choose a color. Look at target player’s hand. That 
player discards all cards of the chosen color. US 


Pestilence Ench 229 
At the end of any turn, if there are no creatures in 
play, sacrifice Pestilence. &: Pestilence deals 1 dam- 
age to each creature and player. */f another “at end 
of turn” ability is scheduled to produce a creature or 
to remove the last creature from play, you can 
choose whether or not to play it before Pestilence’s 
ability. Effects that last until end of turn, such as ani- 
mating a Mishra’s Factory, end before Pestilence 
checks for creatures. 5E,U 
Phyrexian Ghoul Su Zombie 2/2 2 
Sacrifice a creature: Phyrexian Ghoul gets +2/+2 
until end of turn. US 
Pit Imp Suimp 0/1 ® 
Flying. @: Pit Imp gets +1/+0 until end of tum. You 
cannot spend more than 44 in this way each tum. TE 
Pit Scorpion Su Scorpion 1/1 2% 
If Pit Scorpion damages any player, he or she gets a 
poison counter. If any player has ten or more poison 
counters, he or she loses the game. 5 
Pit Spawn Su Beast6/4 4 
First strike. During your upkeep, pay 44 or sacri- 
fice Pit Spawn. If Pit Spawn damages any creature, 
remove that creature from the game. EX 
Plague Rats SuRats ** 2 
Plague Rats has power and toughness each equal to 
the number of Plague Rats in play. 5E 
Plaguebearer SuZombie 11 1% 
X X ®: Destroy target nonblack creature with total 
casting cost equal to x. EX 
Planar Void Ench ® 
Whenever a card is put into a graveyard, remove that 
card from the game. US 
Pox Sorc PRP 
Each player loses 1/3 of his or her life; then chooses 
and discards 1/3 of his or her hand; then sacrifices 
1/3 of the creatures he or she controls; and then sac- 
rifices 1/3 of the lands he or she controls, Round 
each loss up. * This spell doesn’t use the word “tar- 
get,” so it's not targeted in any way. White Knights, 
Pincher Beetles, and so on are counted and sacrificed 
just like any other creature. 5E 
Priest of Gix Su Minion 2 2@ 
When Priest of Gix comes into play, add 4 4 4 to 
your mana pool. US 
Rabid Rats SuRats 1 1® 
®: Target blocking creature gets -1/-1 until end of 
turn. SH 
Rag Man SuRagMan 2/1 2@ 
®®®, >: Look at target opponent's hand, That 
player discards a creature card at random. Use this 
ability only during your turn. 

Rain of Filth Inst ® 
Each land you control gains “Sacrifice this land: Add 
to your mana pool” until end of turn, U 


Rain of Tears Sore 1®® 
Destroy target land, TE 
Raise Dead Sore 


® 
Return target creature card in your graveyard to your 
hand. 5E 
Rats of Rath SuRats 2/1 1@ 
: Destroy target artifact, creature, or land you con- 
trol. TE 
Ravenous Skirge  Sulm iW 2@ 
Flying. Whenever Ravenous Skirge attacks, it gets 
+2/+0 until end of turn, US 
Reanimate Sore ® 
Put target creature card from any graveyard into play 
under your control. Lose life equal to that creature's 
total casting cost. 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


Reckless Spite Inst 1®® 


Destroy two target nonblack creatures, Lose 5 life, TE 
Reclusive Wight SuMinion 4/4 3@ 
During your upkeep, if you control any other nonland 
permanents, sacrifice Reclusive Wight. 

Recurring NightmareEnchantment 2@ 
Sacrifice a creature, Return Recurring Nightmare to 
owner’s hand: Put target creature card from your 
graveyard into play. Play this ability as a sorcery. EX 
Reprocess Sore 292 
Sacrifice any number of artifacts, creatures, and/or 
lands and draw a card for each one sacrificed this 
way. 

Revenant SuSpirt ** 4@ 
Flying. Revenant has power and toughness each 
equal to the number of creature cards in your grave- 
yard, SH 
Sadistic Glee EC 2 
Whenever any creature is put into any graveyard 
from play, put a +1/+1 counter on enchanted crea- 
ture. TE 
Sanguine Guard SuKnight 2/2 1% 
First strike. 14%: Regenerate Sanguine Guard. US 
Sarcomancy Ench 

When Sarcomancy comes into play, put a Zombie 
token into play. Treat this token as a 2/2 black crea- 
ture. During your upkeep, if there are no Zombies in 
play, Sarcomancy deals 1 damage to you. 

Scare Tactics Inst ® 
All creatures you control get +1/+0 until end of turn. EX 


Scathe Zombies Su Zombies 2/2 ve 


Screeching Harpy Su Beast 2/2 2%@ 
Flying. 1 4: Regenerate Screeching Harpy. TE 
Sengir Autocrat Su Autocrat 2/2 3 
When Sengir Autocrat comes into play, put three Serf 
tokens into play. Treat these tokens as 0/1 black 
creatures. If Sengir Autocrat leaves play, destroy all 
Serf tokens. */f Sengir Autocrat leaves play, it 
destroys all Serf tokens in play, not just the ones it 
created, regardless of who controls them. 5E 
Serpent Warrior Su Soldier 3/3 2 
When Serpent Warrior comes into play, lose 3 life, SH 
Servant of Volrath Su Minion 3/3 2 
If Servant of Volrath leaves play, sacrifice a creature. TE 
Sicken EC = 
Enchanted creature gets -1/-1. Cycling 2. US 
Skeleton Scavengerssu Skeletons0/0 2% 
Skeleton Scavengers comes into play with one +1/+1 
counter on it. Pay 1° for each +1/+1 counter on 
Skeleton Scavengers: Regenerate Skeleton 
Scavengers and put a +1/+1 counter on it. SH 
Skirge Familiar Sulmp 3/2 4@ 
Flying. Choose and discard a card: Add # to your 
mana pool. Play this ability as a mana source. US 
Skittering Skirge  Sulmp 3/2 &® 
Flying. When you successfully cast a creature spell, 
sacrifice Skittering Skirge. US 
Skyshroud Vampire Su Vampire 3/3 3 &@> 
Flying. Choose and discard a creature card: 
Skyshroud Vampire gets +2/+2 until end of turn. TE 
Slaughter Inst 228 
Buyback-Pay 4 life. Destroy target nonblack creature. 
That creature cannot be regenerated this turn. © EX 
Sleeper Agent  SuMinion 3/3 ® 
When Sleeper Agent comes into play, target opponent 
gains control of it. During your upkeep, Sleeper Agent 
deals 2 damage to you. US 
Sorceress Queen Su Sorceress 1/1 14% 
: Target creature other than Sorceress Queen is 
0/2 until end of turn. * This effect overrides calculated 
power and toughness such as that of Nightmare or 
Dauthi Warlord. When the Queen's effect wears off, 
the creature returns to its normal power and tough- 
ness formula. *A Sorceress Queen may target other 
Sorceress Queens, 5E 
Souldrinker Su Spirit 2/2 3 
Pay 3 life: Put a +1/+1 counter on Souldrinker, TE 
Spike Cannibal Su Spike 0/0 19 
Spike Cannibal comes into play with one +1/+1 
counter on it. When Spike Cannibal comes into play, 
move all +1/+1 counters from all creatures onto 
Spike Cannibal. 
Spinal Graft EC 1® 
Enchanted creature gets +3/+3. If enchanted creature 
is the target of a spell or ability, destroy that creature. 
The creature cannot be regenerated this turn. TE 
Spined Fluke SuHorror 5/1 2% 
en Spined Fluke comes into play, sacrifice a crea- 
ture. #: Regenerate Spined Fluke. US 
Stange Cabal Su knights 2/2 1%® 
®, Pay 1 life: Counter target white spell. Play this 
ability as an interrupt. 5E 
Stronghold Assassinsu Assassin2/1 1 @ 
®, Sacrifice a creature: Destroy target nonblack 
creature, 
Stronghold Taskmastersu Minion4/3 2a 
All other black creatures get -1/-1. SH 


ST - Stronghold 
EX - Exodus 


"Tainted ther Ench 


Title 


292 
Whenever a creature comes into play, its controller 
sacrifices a creature or land. US 
Terror Inst 1® 
Destroy target nonartifact, nonblack creature. That 
creature cannot be regenerated this turn. 

Thrull Retainer EC 

Enchanted creature gets +1/+1. Sacrifice Thrull 
Retainer: Regenerate enchanted creature, 5E 
Thrull Surgeon = SuThull 1/1 1 ® 
1 ®, Sacrifice Thrull Surgeon: Look at target play- 
er’s hand and choose one of those cards. That player 
discards that card. Play this ability as a sorcery. EX 


Torment EC 1® 
Enchanted creature gets -3/-0, SH 
Torture 


EC ® 
1 @: Put a -1/-1 counter on enchanted creature, 5E 
Tortured Existence — Ench 
#, Choose and discard a creature card: Return target 
creature card from your graveyard to your hand. SH 
Touch of Death Sore 2@ 
Touch of Death deals 1 damage to target player and 
you gain 1 life. Draw a card at the beginning of the 
next turn. 5E 


We Made It Up 


According to Magic R&D, Lhurgoyf's 
name doesn’t have any hidden meaning. 
They just wanted to use certain letters in 
combination for the name of a creature, 

"Wt sounded Nordie and cool,'' was all 

we got out R&D's Skaff Elias, 


Unholy Strength EC f 
Enchanted creature gets +2/+1. 5E 
Unnerve Sorc 3@ 


Each of your opponents chooses and discards two 
cards, US 


Unworthy Dead Su Skeletons 11 1 
@®: Regenerate Unworthy Dead. US 


Vampire Bats Su Bats 0/1 ® 
Flying. #: +1/+0 until end of turn. You cannot spend 
more than 44 in this way each turn, 5E 


Vampire Hounds SuHounds 2/2 2 
Choose and discard a creature card: Vampire Hounds 
gets +2/+2 until end of turn, EX 


Vampiric Embrace EC 29 
Enchanted creature gets +2/+2 and gains flying. 
Whenever a creature successfully dealt damage by 
enchanted creature this turn is put into a graveyard, 
put a +1/+1 counter on enchanted creature. US 


Vebulid SuHorror 0/0 ® 
Vebulid comes into play with one +1/+1 counter on 

it. During your upkeep, you may put a +1/+1 counter 
on Vebulid. When Vebulid attacks or blocks, destroy it 
at end of combat. US 


Victimize Sore 2@ 
Choose two target creature cards in your graveyard, 
Sacrifice a creature. If you do, put the two chosen 
creatures into play tapped. US 


Vile Requiem Ench 222 
During your upkeep, you may put a verse counter on 
Vile Requiem. 1 4, Sacrifice Vile Requiem: Destroy 
up to X target nonblack creatures, where X is the 
number of verse counters on Vile Requiem. Those 
creatures cannot be regenerated this turn. US 
Volrath’s Dungeonénchantment 298 
Any player may pay 5 life during his or her turn to 
destroy Volrath’s Dungeon, Choose and discard a 
card: Target player chooses a card in his or her hand 
and puts that card on top of his or her library. Play 
this ability as a sorcery. EX 
Wall of Bone SuWall 14 2® 
@®: Regenerate. 5E 
Wall of Souls SuWall 0/4 1@ 
Whenever Wall of Souls is dealt combat damage, it deals 


P/T Cost 


an equal amount of damage to target opponent = SH 


Warp Artifact EA et 
During the upkeep of enchanted artifact’s controller, 
Warp Artifact deals 1 damage to him or her. 5E 


Weakness EC ® 
Enchanted creature gets -2/-1. 5E 
Western Paladin Su Knight 3/3 20 
®®, ©: Destroy target white creature. US 


Witch Engine SuHoror 4/4 5 ® 
Swampwalk, @: Add 4444 to your mana pool. 
Target opponent gains control of Witch Engine. US 


Wretched, The Su Wretched 2/5 S@@ 
At the end of combat, gain control of all creatures 
blocking The Wretched as long as you control The 
Wretched. * The player that controls The Wretched at 
end of combat gains control of all creatures that 
blocked it. 


Xenic Poltergeistsu Poltergeist 1/1 1&4 
>: Until your next upkeep, target noncreature artifact 
is an artifact creature with power and toughness each 
equal to its total casting cost. (That artifact retains all 
of its original abilities.) *All permanents get summon- 
ing sickness, even though only creatures are affected 
by it. Thus, whether an artifact animated by Xenic 
Poltergeist can attack or use its abilities is determined 
just as if it had been a creature all along. 5E 
Yawgmoth’s Edict — Ench 1@ 
Whenever one of your opponents successfully casts a 
white spell, that player loses 1 life and you gain 1 life. US 
Yawgmoth’s Will Sore 2e 
Until end of turn, you may play cards in your grave~ 
yard as though they were in your hand. Cards put 
into your graveyard this turn are removed from the 
game instead. US 
Zombie Master SuLord 2/3 10® 
All Zombies gain “4: Regenerate” and swampwalk. 
+Zombie Master is a Lord, not a Zombie, so it doesn't 
grant its abilities to itself. 5E 
f —— 7 " = ] 


J 


y Ri § Su Wizards 2/2 1e@@ 
en Academy Researchers comes into play, you 
may choose an enchant creature card in your hand 
and put that enchantment into play on Academy 
Researchers. 


m Ench 3¢ 
Summon spells cannot be played. Any player may pay 
4 life to destroy Ather Storm. *Artifact creature 
spells aren't summon spells, so they can be played in 
Spite of Ather Storm. «The ability to destroy Ather 
Storm is an instant that any player can pay 4 life to 
play. It may be responded to normally, perhaps by 
returning A2ther Storm to its owner's hand with Time 
Elemental. As with any cost, the life is lost even if the 
effect turns out to do nothing. 5E 


Su Elemental 4/4 366 
5E 


All © 
Flying. 
Annul Int e 
Counter target artifact or enchantment spell. US 
Anti- \ura EC 26 
Enchanted creature cannot be the target of enchant- 
ments, instants, or sorceries. This effect does not 
destroy Anti-Magic Aura. (Other enchantments on 
that creature are buried because their target is now 
illegal,) «This ability prevents the enchanted creature 
from being targeted by anything that is played as an 
enchantment, an instant, or a sorcery. This includes 
abilities played as any of these. 5E 


Arcane Laboratory Ench 26 
Each player cannot play more than one spell each tum.US 


Atl ent Ench 26 
Return Attunement to owner's hand: Draw three 


cards, then choose and discard four cards, US 
Azure Drake Su Drake 2/4 36 
Flying. 5E 


ack to Basics Ench 26 
Nonbasic lands do not untap during their controllers’ 
untap phases, US 


D. 


Barnin, Mi VizardSu Legend 1/1 
Barrin, Master Wizard counts as a Wizard. 2, 
Sacrifice a permanent: Return target creature to 
owner's hand. 


lee 


h Su Serpent 7/6 S@#ee@ 
TE 


Binding Grasy EC 36 
During your upkeep, pay 1 @ or destroy Binding 

Grasp. Gain control of enchanted creature. That crea- 
ture gets +0/+1, 5 


Bo ng Inst x) 
Return target permanent to owner's hand. 5E 
Bri Inst ry 


Draw three cards. Then, put any two cards from your 
hand on top of your library in any order. * This effect 
generates two events: drawing three cards, and put- 
ting two cards on top of your library. Thus, abilities 
that trigger when cards are drawn will be played 
before cards are put back onto your library. For 


Type 


example, if you draw creature cards while you have 
Enduring Renewal in play, you'll discard them before 
being able to put cards on top of your library. 5E 


P/T Cost 


Capsize Inst 16@ 
Buyback 3. Return target permanent to owner’s 
hand. 

Catalog Inst 26 
Draw two cards, then choose and discard a card. US 
Chill Ench 1¢ 
Red spells cost an additional 2 to play. TE 
Cloak of Mists EC 1¢ 
Enchanted creature is unblockable, US 


Cloud Spirit Su Spirit 3/1 26 
Flying. Cloud Spirit can block only creatures with flying. SH 


Confiscate Enchant Permanent 466 
You control enchanted permanent. US 
Contempt EC 1é 


If enchanted creature attacks, return that creature 
and Contempt to owner's hand at end of combat. SH 


Coral Merfolk = SuMerfolk 21 1 4 
Counterspell Intr ee 
Counter target spell. 5E,TE 


Cunnin 1 

Enchanted creature gets +3/+3. If enchanted crea- 
ture attacks or blocks, sacrifice Cunning at end of 
turn. EX 
Curfew Inst ry 
Each player chooses a creature he or she controls 
and returns it to owner's hand. US 
Curiosity ce © 

If enchanted creature damages an opponent, you may 
draw a card, EX 
Dance of Many Ench ee 
During your upkeep, pay ‘@'@' or sacrifice Dance of 
Many. When you play Dance of Many, choose target 
summon card. When Dance of Many comes into play, 
put a token creature into play and treat it as a copy 
of that summon card. If either Dance of Many or the 
token creature leaves play, sacrifice the other. */f 
Dance of Many resolves without fizzling, it will pro- 
duce its token even if the target somehow disappears 
after resolution but before the token comes into play. 
This is because the ability of putting the token into 
play isn’t targeted. The token will be a copy of the 
target as it existed when Dance of Many came into 
play. *The token copies the target's casting cost, so it 
doesn't have a default total casting cost of 0 as most 
tokens do. 5E 


Dandan SuDandan 4/1 @@ 
Islandhome. 5E 
Dark Maze SuWall 4/5 46 


©; Dark Maze can attack this turn as though it were 
not a Wall. At end of turn, remove Dark Maze from 
the game. 5 


Deflection Intr 36 
Target spell with a single target now targets a new 
legal target of your choice. * When you play 
Deflection, you choose a target spell and a new tar- 
get for that spell. Deflection doesn't target the spell’s 
new target, nor does it change who is playing the 
spell, “If the new target for the spell turns out to be 
illegal when Deflection resolves, it fizzles with no 
effect. *Deflection only targets a spell being cast, so 
although it may retarget a permanent such as Black 
Vise as it’s being cast, it can't do so once the perma- 
nent is in play. *Deflection can’t target a spell that's 
interrupting another spell or ability, because the spell 
is already targeting its only legal target, namely the 
spell or ability it's interrupting. 5E 


Dismiss Intr 266 
Counter target spell. Draw a card, TE 


Su Wizard = 1/1 26 
: Counter target spell unless its caster pays an 
additional 1. Play this ability as an interrupt. US 


Dominating Licid Sulicidir@@ 11 
1 © @ , >: Dominating Licid loses this ability and 
becomes a creature enchantment that reads “Gain 
control of enchanted creature“ instead of any other 
type of permanent. Move Dominating Licid onto tar- 
gel creature. You may pay @) to end this effect. «See 
— Licid for related rulings. EX 
Douse Ench 26 
1 @; Counter target red spell. Play this ability as an 
interrupt. US 


Drain Power Sore 

Target player draws all mana from all lands he or she 
controls, Put all mana from that player’s mana pool into 
yours. * The target player can tap lands for mana and 
play spells and abilities using that mana before Drain 
Power steals it Also, the player can control the amount 
and type of mana produced by his or her lands by tap- 
ping them for mana prior to the resolution. *Drain Power 
will draw as much mana as possible out of the target's 
ands, so if a land has more than one mana-producing 
ability, the one that mill produce the most mana is used, 
and it will produce as much mana as possible. If abilities 
tie in this respect, the land's controller decides which 
ability is used. For example, Havenwood Battleground 
would have to produce two mana, but a Veldt's con- 


troller would choose which type of mana it produced. 


Title Type P/T Cost 


Also, a storage land would be drained of all its counters. 
If the land's ability requires making any choices other 
than how much mana to produce, the land's controller 
makes those choices. *Lands that don't produce mana 
are ignored. 5E 


Dream Cache Sore 26 
Draw three cards, Chose two cards from your hand 
and put both on either the top or the bottom of your 
library. TE 
Dream Halls Ench 306 
Instead of paying the casting cost for a spell of any 
color, its caster may choose and discard a card that 
shares at least one color with that spell. If the spell 
has X in its casting cost, X is 0. S$ 
Dream Prowler Su lilusion 1/5 240) 
Dream Prowler is unblockable as long as no other 
creatures are attacking, 

Drifting Djinn Su Djinn 5/5 406 
Flying, During your upkeep, pay 1 ‘@ or sacrifice 
Drifting Djinn. Cycling 2. US 
Duplici Ench 366 
When Duplicity comes into play, remove the top five 
cards of your library from the game, face down. 
During your upkeep, you may exchange all the cards 
in your hand for all the cards removed from the game 
with Duplicity. At the end of your turn, chose and dis- 
card a card. If you lose control of Duplicity, put into 
owner's aga all cards removed from the game 
with Duplicity, 

Enchantment Alteration inst 

Move target enchantment from one creature to 
another or from one land to another. 


Energy Field Ench 16 
Prevent all damage dealt to you from sources you do 
Not control, When a card is put into your graveyard, 

sacrifice Energy Field. US 


Energy Flux Ench 26 
All artifacts gain “During your upkeep, pay 2 or sac- 
rifice this artifact’ * This effect gives each artifact an 
upkeep cost. This means, for example, that you can't 
use an artifact'’s abilities until its upkeep cost is paid. 
It also means that you can’t use an artifact's mana- 
producing abilities until its upkeep cost effect has 
resolved; for example, a Mox Diamond can't be used 
to pay its own upkeep cost. 5E 
Enervate Inst 1@ 
Tap target artifact, creature, or land. Draw a card at 
the beginning of the next turn. * This effect doesn't 
fizzle if the target is already tapped, so you still get 
the card. 5E 


Ephemeron Su Illusion @@ = 4/4 
Flying. Choose and discard a card: Return Ephemeron 
to owner's hand. EX 


Equilibrium Ench 1 @@ 

Whenever you successfully cast a creature spell, you 
Hit pay 1 to return target creature to owner's 
and, 


Ertai, Wizard Adept su Legend 2 @ wv 
Ertai, Wizard Adept counts as a Wizard. 2 66), @: 
Counter target spell. Play this ability as an interrupt. EX 
Ertai’s Meddling Intr xe 
When target spell is successfully cast, put X delay 
counters on it. X cannot be 0. That spell does not 
resolve at the normal time. During each upkeep of that 
spell's caster, remove a delay counter from the spell. If 
the spell has no delay counters on it, it resolves, */f a 
spell is targeted by more than one Ertai's Meddling, 
the spell will still only resolve once. The other 
— will attempt to have the spell resolve, but 
their effects will be ignored, because a spell can 
resolve only once each time it's successfully cast. TE 


Shapeshifter3/4 3 @)@) 
As long as your opponent controls any creatures with 
flying, Escaped Shapeshifter gains flying. The same is 
true for first strike, trample, and protection from any 
color * When Escaped Shapeshifters check to see 
which abilities they copy, they evaluate everything 
that's in play, ignoring the presence of other Escaped 
Shapeshifters. They then gain abilities based on 
whether opposing creatures have them. Escaped 
Shapeshifters don't give each other abilities, much 
like Reflecting Pools don’t enable each other to pro- 
duce mana. Effects such as Radjan Spirit's can 
remove an Escaped Shapeshifter's copied abilities just 
as if the Shapeshifter had those abilities naturally. TE 


Evacuation Inst 366 
Return all creatures to owners’ hands. SH 
Exhaustion Sore 26 
Creatures and lands target opponent controls do not 
untap during his or her next untap - US 
Fade Away Sore 


For each creature, that creature's me pays 1 
or sacrifices a permanent. EX 
Feedback FE 26 
During the upkeep of enchanted enchantment’s con- 
troller, Feedback deals 1 damage to him or her. 5E 
ae Drake = SuDrake 2/4 2606) 
Flying. TE 


AC - Artifact Creature 
Art - Artifact 


SLE PLAYER’S GUIDE 


Flight 


Title Type P/T Cost 


Enchanted creature gains flying. 5E 
Flood Ench e 
‘© @: Tap target creature without flying. 5E 
Fog Bank Su Wall 0/2 1 


Flying. Fog Bank does not deal or receive combat 
damage. US 
Forbid Intr1 @@ 
Buyback-Choose and discard two cards. Counter tar- 
get spell. EX 
Force Spike Inte e 
Counter on spell unless its caster pays an addi- 
tional 1. 5E 
Forget Sore oe 
Target player chooses and discards two cards, then draws 
as many cards as he or she discarded in this way,  5E 
Fylamarid Su Beast 1/3 1 @@ 
Flying. Fylamarid cannot be blocked by blue crea- 
tures. ‘@: Target creature is blue until end of turn, TE 
Gaseous Form EC 26 
Enchanted creature neither deals nor receives combat 
damage. 5E,TE 
Giant Crab SuCrb 3/3 4 
‘@: Until end of turn, Giant Crab cannot be the target 
of spells or abilities. TE 
Gilded Drake Su Drake 3/3 1) 
Flying. When Gilded Drake comes into play, exchange 
control of Gilded Drake for target creature one of 
your opponents controls or sacrifice Gilded Drake. US 


Glacial Wall Su Wall 0/7 ee 
5 
yh Licid Sulicid 2/2 26 
liding Licid loses this ability and becomes a 


creature enchantment that reads “Enchanted creature 
gains flying" instead of a creature, Move Gliding Licid 
onto target creature. You may pay @’ to end this effect. 
See Transmognitying Licid for related rulings. SH 


Great Whale Su Whale 5/5 506) 
When Great Whale comes into play, untap up to 
seven lands. 


Hammerhead Shark suFish 2/3 16 
Hammerhead Shark cannot attack unless defending 
player controls any islands, SH 


Hermetic Study EC 16 
Enchanted creature gains “@: This creature deals 1 
damage to target creature or player!’ US 


Hesitation Ench 16 
If any spell is played, counter that spell and sacrifice 
Hesitation. SH 


Hibernation Inst 26 
Return all green permanents to owners’ hands. US 


Homarid Warrior SuHomarid 3/3 46 
‘©: Homarid Warrior cannot be the target of spells or 
abilities until end of turn and does not untap during 
your next untap phase, Tap Homarid Warrior. *Once 
its ability resolves, any earlier spells or abilities in the 
batch that targeted Homarid Warrior will fizzle, as it 
will be an invalid target by the time they resolve. 

* Tapping Homarid Warrior is part of the effect, not 
the cost, so you can play the ability if Homarid 
Warrior has summoning sickness or is already tapped. 
Enchantments already in play are permanents, not 
spells or abilities, so this effect won't destroy 
enchantments already on Homarid Warrior. 5E 


Horned Turtle SuTurle 14 2 ° 


Horseshoe Crab = SuCrab 1/3 2) 
‘®: Untap Horseshoe Crab. US 


Hurkyl’s Recall Inst Le 
Return to target player's hand all artifacts in play he 
or she owns. */t isn’t important who controls the arti- 
facts owned by the target player. 


Hydroblast Intr e 
Counter target spell if it is red, or destroy target per- 
manent if it is red. (/f this spell targets a permanent, 
play it as an instant) * This is a modal spell that's 
played either to counter a spell or to destroy a per- 
manent. If Hydroblast is played as an interrupt, it's 
targeting its only legal target (whatever it interrupts), 
and if it's played as an instant, it can target only per- 
manents. Thus, you wouldn't be able to Deflect A 
from one type of target to another. 

Imaginary Pet —Sulllusion 4/4 = a 
During your upkeep, if you have a card in hand, 
return Imaginary Pet to owner's hand, 

Insight Ench 26 
Whenever target opponent successfully casts a green 
spell, draw a card. TE 
Interdict Intr 1@ 
Counter target artifact, creature, enchantment, or 
land ability requiring an activation cost. Abilities of 
that permanent cannot be played again this turn. 
Draw a card. 

Intruder Alarm Ench 26 
Creatures do not untap during their controllers’ untap 
phases. Whenever any creature comes into play, 
untap all creatures. 


Sor - Sorcery 
Su - Summon 


EC « 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 


Intuition Inst 26 
Search your library for any three cards and reveal 

them to target opponent. He or she chooses one, Put 
that card into your hand and the rest into your grave- 
yard, Shuffle your library afterwards. TE 


Juxtapose Sore 36 
Exchange with target player control of the creature 
with the highest total casting cost that you each con- 
trol. If two or more creatures are tied for highest total 
casting cost creature a player controls, he or she 
chooses between them. Exchange control of artifacts in 
the same way. * This effect will attempt to swap crea- 
tures and then attempt to swap artifacts, Fach 
exchange is made if possible, but failure of one doesn't 
restrict the other. *Note that the spell doesn't target the 
creatures and/or artifacts, so abilities such as protec- 
tion don't make a creature immune to being swapped. 
«Creatures and artifacts aren't surveyed until it's time 
to exchange that type of permanent, so it's possible for 
an artifact creature to be exchanged twice: once when 
creatures are exchanged, and then again when artifacts 
are exchanged, even if its new controller didn't control 
any artifacts at the beginning of resolution. 5E 
Keeper of the Mind su Wizard @ @ v2 
©, >: Draw a card. Play this ability only if target oppo- 
nent has at least two more cards in hand than you. EX 
Killer Whale SuWhaes @@ 3/5 
@: Killer Whale gains flying until end of turn. = EX 
Krovikan Sorcerer su Wizard 11 26 
>, Choose and discard a nonblack card: Draw a 
card. ©, Choose and discard a black card: Draw two 
cards, then choose and discard one of them. 5E 
Labyrinth Minotaursu Minotaur 1/4 «3 @ 
If Labyrinth Minotaur blocks any creature, that crea- 
ture does not untap during its controller's next untap 
phase. 5 
Launch EC 1¢ 
Enchanted creature gains flying. When Launch is put 
into a graveyard from play, return Launch to owner's 
hand. US 
Lea 


‘ap Inst r 
bag creature gains flying until 9 of turn. Draw a 


tony Allure Ench ee 
During your upkeep, you may put a treasure counter on 
Legacy’s Allure. Sacrifice Legacy’s Allure: Permanently 
gain control of target creature with power no greater than 
the number of treasure counters on Legacy's Allure. TE 
Legerdemain Sore 266 
Permanently exchange control of target artifact or 
creature for control of target permanent of the same 
type. T 
Leviathan Su Leviathan 10/10 S@e@@@ 
Trample. Leviathan comes into play tapped and does 
Not untap during your untap phase. Each turn, 
Leviathan cannot attack unless you sacrifice two 
additional islands. Sacrifice two islands: Untap 
Leviathan. Use this ability only during your upkeep. 5E 
Lifetap Ench ee 
Whenever any forest target opponent controls 
becomes tapped, gain 1 life. * This ability triggers once 
for each and every forest the opponent controls that 
becomes tapped, regardless of when it was tapped. If 
more than one such forest becomes tapped at the 
same time, the ability triggers once for each. 5E 


Lilting Refrain Ench 16 
During fea upkeep, you may put a verse counter on 
Lilting Refrain. Sacrifice Lilting Refrain: Counter tar- 
get spell unless caster pays an additional X, where 
X is the number of verse counters on Lilting Refrain. 
Play this ag as an interrupt. US 


Lageriag 3 irage EL 1é 
Enchanted land is an on Cycling 2. US 
Lord of Atlantis = Sulord 22 66 
All Merfolk get +1/+1 and gain islandwalk. *See 

Zombie Master for related rulings. 5E 
Magical Hack Intr ry 


Permanently change the text of target permanent or 
spell by replacing all instances of one basic land type 
with another. (For example, you may change “swamp- 
walk” to “plainswalk.” If this spell targets a permanent, 
play it as an instant,) «Because Magical Hack targets 
Spells only when played as an interrupt and perma- 
nents only when played as an instant, it can't be 
Deflected from one type of target to the other. * When 
you play the spell, you choose two different basic land 
words; when this effect resolves, each instance of the 
first land word is changed to the second. Thus, if 
someone responds with another spell or ability that 
edits the text such that the first land word no longer 
appears on the card when this effect resolves, this 
effect will do nothing. Note that card names are never 
“land words or “color words" so may not be edited. 
*This spell simply targets spells and permanents, not 
spells or permanents containing a land word. So, you 
can target a spell or permanent with no basic land 
words in its text. * There are only five basic land types: 
plains, island, swamp, mountain, and forest. This spell 
cannot add or delete the term “snow-covered.” —5E 


Magus of the Unseensu Wizard 11 16 
1, ©: Untap target artifact an opponent controls 


Sor - Sorcery 
SC - Summon Creature 


Type P/T Cost 
and gain control of it until end of turn. That artifact is 
unaffected by summoning sickness this turn. Tap arti- 
fact if you lose control of it at end of this turn. * This 
ability targets any artifact, so it will affect untapped 
artifacts normally. * The artifact becomes tapped if, and 
after, you lose cate of it at end of turn. If you don't 
actually lose control of the artifact (for example, if the 
Magus's control effect is overridden by a later effect), 
the artifact doesn’t become tapped. * The artifact is 
unaffected by summoning sickness this turn, even if it 
isn't a creature when you gain control of it. 5E 
Mana Breach Ench 26 

Whenever any player plays a spell, that player returns 
a land he or she controls to owner's hand. EX 
Mana Leak Intr le 
Counter target spell unless its caster pays an addi- 
tional 3. SH 
Mana Severance Sorc 16 
Search your library for any number of land cards and 
remove them from the game. Shuffle your library 
afterwards, TE 
Manta Riders Su Merfolk 1/1 e 
@: Manta Riders gains flying until end of turn. TE 
Mask of the Mimic Inst ¢ 
Sacrifice a creature: Search your library for any copy 
of target creature card and put it into play. Shuffle 
your library afterwards. SH 


Mawcor Su Beast 3/3 3.@@ 
Flying. <>: Mawcor deals 1 damage to target crea- 
ture or player. TE 
Meditate Inst 26 
Skip your next turn: Draw four cards, TE 
Memory Lapse Intr 16 
Counter ot spell but put it on top of owner's 
library instead of in his or her graveyard, 5 
Merfolk Looter Su Merfolk 14) WW 


: Draw a card, then choose and discard a card. EX 


Merfolk of the Pearl Trident Su Merfolk 1/1 ® 


Mind Bomb Sore ry 
Mind Bomb deals 3 damage to each player. Each play- 
er may choose and discard up to three cards to pre- 
vent an equal amount of damage to him or her from 
Mind Bomb. + This effect doesn't force anyone to dis- 
card, but simply provides an additional means of pre- 
venting the damage at the cost of discarding a card. 
Thus, the discards are considered to be voluntary. = 
Mind Games Inst 

Buyback 2 @. Tap target artifact, creature, or land. si 
Mind Over Matter — Ench2 @eere 
Choose and discard a card: Tap or untap target arti- 
fact, creature, or land. EX 
Mirozel Su Illusion 3 2/3 
Flying. If Mirozel is the target of any spell or ability, 
return Mirozel to owner’s hand. EX 
Mnemonic Sliver SuSliver 2/2 26 
Each Sliver gains “2, Sacrifice this creature: Draw a 
card.” TE 
Morpbling Su Shapeshifter 3/3 3.@@ 
@: Untap Morphling. #: Morphling gains flying until 
end of turn. @: Morphling cannot be the target of 
spells or abilities until end of turn, 1: Morphling gets 
+1/-1 until end of turn. 1): Morphling gets -1/+1 
until end of turn, U 
Oath of Scholars Ench 3 6) 

During each player's upkeep, if that player has fewer 
cards in hand than target opponent, the player may 
discard his or her hand and draw three cards, © EX 


Pendrell Drake  SuDrake 2/3 36) 
Flying. Cycling 2. US 
Pendrell Flux EC 16 


Enchanted creature gains “During your upkeep, pay 
this creature’s casting cost or sacrifice it’ US 


Peregrine Drake  SuDrake 2/3 46) 
Flying. When Peregrine Drake comes into play, untap 
up to five lands. US 


Phantasmal ForcesSu Phantasm 4/1 
Flying. During your upkeep, pay @) or sacrifice 
Phantasmal Forces. 

Phantasmal Terrain —EL ee 
Enchanted land is a basic land type of your choice, 
*You may choose only one of the five basic land 
types: plains, island, swamp, mountain, or forest, Also, 
you choose the land type as you play Phantasmal 


36 


Terrain, not when it comes into play. 5E 
Phantom Monstersu Phantasm 3/3 3 @) 
Flying. 5E 
Pirate Shi SuShip 4 46 
Gates : Pirate Ship deals 1 damage to target 
creature or player. . 
Portent Sorc 


Look at the top three cards of target player's library, on 
shuffle that library or put those three cards back on top 
of it in any order. Draw a card at the beginning of the 
next tum. */f the target player's library has fewer than 
three cards, you simply look at what's left and choose 
whether to order those cards or to shuffle them. — 5E 
Power Sink Intr xe 
Counter target spell unless that spel 's caster pays an 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


additional . If he or she does not, tap all mana-pro- 


ducing lands that player controls and remove all mana 
from his or her mana pool. *See Drain Power for rul- 
ings related to forcing lands to be tapped for mana. 
*Power Sink ignores lands whose mana can't be used 
to pay for Power Sink, such as Mishra’s Workshop, 
and lands that can't produce mana at all, 5E,TE,US 
Power Taint EE 16 
During the upkeep of enchanted enchantment’s con- 
troller, that player pays 2 or loses 2 life. Cycling 2.US 


Precognition Ench 46 
During your upkeep, you may look at the top card of 

target opponent's library. You may then put that card 
on the bottom of his or her library. TE 


Prodigal Sorcerer SuWizad 11 20 
: Prodigal Sorcerer deals 1 damage to target crea- 
ture or player. 5E 
Propaganda Ench 26 
Each turn, each creature cannot attack you unless its 
controller pays an additional 2 for that creature. TE 


Psychic Venom EL le 
Whenever enchanted land becomes tapped, Psychic 
Venom deals 2 damage to that land's controller. 5E 


Ransack Sore 3 
Look at the top five cards of target player's library. 
Put any number of those cards on the bottom of that 
player’s library in any order and the rest on top of the 
player’s library in any order. SH 
Ray of Command Inst 36 
Untap target creature an opponent controls and gain 
control of it until end of turn. That creature is unaffected 
by summoning sickness this turn. If you lose control of 
the creature at end of this turn, tap it. *Ray of 
Command targets a creature, not a tapped creature, so 
it may steal a creature that's already untapped. * The 
creature becomes tapped only if you lose control of it at 
end of turn, It becomes tapped after you lose control of 
it and will have summoning sickness at that point. SE 
Rebound Intr 1e 
Target spell, which targets only a single player, tar- 
gets another player of your choice instead. SH 
Recall Sore xx 
Choose and discard X cards: Return X target cards in 
your graveyard to your hand. Remove Recall from the 
game. *Fizzling against one target doesn't cause 
other parts of the effect to fail, but fizzling against all 
targets does cause the nontargeted parts to fail. If 
some of Recall’s targets are missing when it resolves, 
the rest are returned to your hand and Recall is 
removed from the game, but if all of them are miss- 
ing, Recall isn’t removed from the game. 5E 
Recantation Ench 366 
During your upkeep, you may put a verse counter on 
Recantation. @, Sacrifice Recantation: Return up to 
X target permanents to owner's hand, where X is the 
number of verse counters on Recantation. US 
Reef Pirates Su Ships 2/2 1 
If Reef Pirates damages any opponent, put the top card 
of that player's library into his or her graveyard.  5E 
Reins of Power Inst 266 
You and target opponent each untap and gain control 
of all creatures the other controls until end of turn. 
Those creatures are unaffected by summoning sick- 
ness this turn. SH 
Remove Soul Intr 1é 
Counter target summon spell. *Artifact creature spells 
aren't summon spells, so Remove Soul can’t target 
them. 5E 
Rescind Inst lee 
Return target permanent to owner's hand. Cycling 2.US 
Rewind Intr 266 
Counter target spell. Untap up to four lands. US 
Robe of Mirrors EC ® 
Enchanted creature cannot be the target of spells or 
abilities, EX 
Rootwater Diver Su Merfolk 1/1 t 
, Sacrifice Rootwater Diver: Return target artifact 
card from your graveyard to your hand. TE 
Rootwater Hunter Su Merfolk 1/1 26 
>: Rootwater Hunter deals 1 damage to target crea- 
ture or player. TE 
 MatriarchSu Merfolk 2/3 266 
: Gain control of target creature as long as that 
creature has any enchantments on it. TE 
Rootwater Mystic Su Merfolk Ww 
1 @: Look at the top card of target player's library. EX 
Rootwater Shaman Su Merfolk 2/2 26 
You ip play creature enchantments whenever rs 


could play instants, 

Sandbar Merfolk Su Merfok 1/1 e 
Cycling 2. US 
Sandbar Serpent Su Serpent 3/4 46) 
Cycl ing 2 US 


School of Piranha Sufish 3/3 16 
During your upkeep, pay 1 @? or sacrifice School of 
Piranha. EX 
Scrivener Su Townsfolk 2/2 46) 
When Scrivener comes into play, you may return tar- 
get instant or interrupt card from your graveyard to 


ST - Stronghold 
EX - Exodus 


Title 


your hand. EX 


Sea Monster SuSerpent 6/6 46@ 
Sea Monster cannot attack unless defending player 

controls any islands. TE 
Sea Serpent Su Serpent 5/5 5) 
\slandhome. 5E 
Sea Spirit SuSpirt 23 46) 
@: Sea Spt gets +1/+0 until end of turn. 5E 
Sea Sprite SuFArie V1 1 
Flying, Notaeton from red. 5E 


Randy Buehler's Rath Cycle Deck 
1998 World Championships 
GREATURES 
1 Cloudchaser Eagle 
1 Hermit Druid 
2 Mindless Automaton 
1 Mogg Fanatic 
1 Spike Breeder 
2 Spike Feeder 
2 Spike Weaver 
1 Stronghold Assassin 
4 Wall of Blossoms 
2 Workhorse 
SPELLS 
3 Corpse Dance 
4 Eartheraft 
4 Overgrowth 
4 Recurring Nightmare 
3 Seroll Rack 
3 Survival of the Fittest 
LAND 
12 Forest 
10 Swamp 
SIDEBOARD 
3 Canopy Spider 
1 Cloudchaser Eagle 
3 Oath of Ghouls 
2 Spike Weaver 
7 Stronghold Assassin 
2 Stronghold Taskmaster 
2 Thrull Surgeon 
1 Verdigris 


Su Merfolk 0/1 


Seasinger 
If you control no islands, sacrifice Seasinger. You may 
choose not to untap Seasinger during your untap 
phase. @: Gain control of by creature whose con- 
troller controls any islands as long as you control 
Seasinger and Seasinger remains tapped. 5E 


lee 


Segovian LeviathanSu Leviathan 3/3 46) 
Islandwalk. 5E 
Shadow Rift Inst e 
Target creature gains shadow until end of turn. Draw 
a card, TE 
Shimmering Wings —EC 
Enchanted creature gains flying. #: Return 
Shimmering Wings to owner's hand, 

Show and Tell Sore 

Each player may choose an artifact, creature, 
enchantment, or land card in his or her hand and put 
that permanent into play. US 
Sibilant Spirit SuSpirt 5/6 Se 
Flying. If Siblont Spirit attacks, Hefending player may 
draw a card, 5E 


26 


Sorc 36€ 
Draw three cards, then choose and discard a card. SH 
Silver mn Su Drake 4/3 366) 


Flying. @»: Target spell or ability, which targets only 
Silver Wyvern, targets another creature of your choice 
instead, Play this ability as an interrupt. 


Skyshroud Condor suBird 22 16 
Flying. You cannot play Skyshroud Condor unless you 
have successfully cast another spell this turn, TE 


Sleight of Mind Intr ry 
Change the text of target permanent or spell by 
replacing all instances of one color word with another. 
(For example, you may change “nongreen creature” to 
“nonred creature.” If this spell targets a permanent, 
play it as an instant) *See Magical Hack for related 
rulings. * There are only five color words; white, blue, 
black, red, and green. “Colorless” isn’t a color word. 5E 


Somnophore Sulllusion 22 266 
Flying. Whenever Somnophore successfully deals dam- 
age to a player, tap target creature that player controls. 
That creature does not untap during its controller's 
untap phase as long as Somnophore remains in play. US 


Soul Barrier Ench 26 
Whenever target opponent successfully casts a sum- 
mon spell, Soul Barrier deals 2 damage to him or her. 
That player may pay 2 to prevent this damage. 
«This effect doesn't trigger until the summon spell is 
suocessfully cast. Creatures put directly into play 
won't trigger Soul Barrier. 5E 


Spell Blast Intr x6 
Counter target spell wit total casting cast equal to 3, 5ETE 
Spindrift Drake  SuDrake 2/1 e 
an During your upkeep, pay @ or sacrifice 

Spin rift Drake, 


Spire Owl SuBid WW 16 
ih When Spire Owl comes into play, look at the 
top four cards of your library and put them back in 
any order. U 


Stasis Ench le 
Each player skips his or her untap phase. During your 
upkeep, pay @) or sacrifice Stasis. *Phasing occurs at 
the beginning of untap, so Stasis will shut down the 
phasing ability and stop anything that's phased out 
from phasing back in. A creature that's phased out 
doesn't stay phased out forever but phases back in 
the next time its controller gets an untap phase. 5E 


Steal Artifact EA 266 
Gain control of enchanted artifact. * You gain control 
of the artifact only as long as Steal Artifact is on it 
This can be overridden normally by subsequent con- 
trol effects. 5E 


Steal Enchantment — EE ee 
Gain control of enchanted enchantment. TE 


Stern Proctor SuWizad 12 © 
When Stern Proctor comes into play, return target 
artifact or enchantment to owner's hand. 


Stinging Licid Sulicid 11 Dé 
1 @), ©: Stinging Licid loses this ability and becomes 
a creature enchantment that reads “Whenever 
enchanted creature becomes tapped, Stinging Licid 
deals 2 damage to that creature’s controller” instead of 
any other type of permanent. Move Stinging Licid onto 
target creature. You may pay @) to end this effect. 
See Transmogrifying Licid for related rulings. TE 


Stroke of Genius Inst X26 
Target player draws X cards, US 
Sunder Inst 366 
Return all lands to owners’ hands, US 
Telepathy 


Ench e 
Each of your opponents plays with his or her hand 
revealed. US 


Thalakos Deceiver Su Wizard 11 36 
Shadow. Sacrifice Thalakos Deceiver; Gain control of 
target creature permanently. Use this ability only if 
Thalakos Deceiver is attacking and unblocked. © SH 


DreamsowerSu Wizard 1/1 26 
Shadow. You may chose not to untap Thalakos 
Dreamsower during your untap phase. If Thalakos 
Dreamsower damages any opponent, tap target crea- 
ture. As long as Thalakos Dreamsower remains 
tapped, that creature does not untap during its con- 
troller's untap phase, TE 
Thalakos Drifters Su Townsfolk 3/3 266 
Choose and discard a card: Thalakos Drifters gains 
shadow until end of turn, EX 
Thalakos Mistfolk Su iilusion 2/1 26 
Shadow. @); Put Thalakos Mistfolk on top of owner's 
library. TE 
Thalakos Scout Su Soldier 21 26 
Shadow. Choose and discard a card: Return Thalakos 
Scout to owner's hand. EX 


Thalakos Seer = SuWizard 11 6 
Shadow. If Thalakos Seer leaves play, draw a card, TE 
Thalakos Sentry Su Soldier 1/2 16 

Shadow. TE 

Theft of Dreams Sore 26 
For each tapped creature target opponent controls, 
draw a card, EX 
Tidal Surg Sorc 16 
Tap up to we target creatures without flying, SH 
Tidal Warrior == SuMerfok 1/1 6 
®: Target land is an island until end of turn. SH 
Time Ebb Sore 26 
Put target creature on top of owner's library. TE 
Time Elemental Su Elemental 0/2 26 
If Time Elemental attacks or blocks, it deals § dam- 
age to you and is sacrificed at end of combat. 

2 @)@), : Return target permanent with no 
enchantments on it to owner's hand. * The first ability 
is played in its entirety at end of combat, rather than 
one part of it (“deals 5 damage to you") being played 
immediately and the other part (“is sacrificed”) bein 


played at end of combat. 5 
Time Spiral Sorc 466- 
Remove Time Spiral from the game, Each player shuf- 


fles his or her graveyard and hand into his or her library, 


Type P/T Cost 


then draws seven cards. You untap up to six lands. US 
Time Warp Sore 366 
Target player takes an extra turn after this one, TE 
Tolarian Winds Inst 

Discard your hand, then draw that many cards, US 
Tradewind Rider SuSpirt 14 3 
Flying. , Tap two creatures you control: Return tar- 
get permanent to owner's hand. TE 


Treasure Trove Ench 206 
2 @ @: Draw a card. EX 
Turnabout Inst 266 


Tap or untap all artifacts, creatures, or lands target 
player controls. US 
Twiddle Inst 6 
Tap or untap target artifact, creature, or land. 
*Twiddle doesn’t prevent the target's controller from 
using the target; it forces him or her to use the tar- 
get now, or not at all, *Abilities that trigger when the 
target becomes tapped (or untapped) trigger normal- 
ly. This is a modal spell that's played either to tap or 
to untap its target; it doesn’t simply toggle the target 
when it resolves, It can be Deflected from one type of 
permanent to another, but that won't change whether 


the target is to be tapped or untapped. 5E 
Twitch Inst 26 
Tap or untap target artifact, creature, or land. Draw a 
card, TE 
Unstable Mutation EC ry 


Enchanted creature gets +3/+3. During its con- 
troller’s upkeep, put a -1/-1 counter on enchanted 
creature, 5E 
Unstable ShapeshifterSu Shapeshifter0/1 3 
Whenever ca creature comes into play, Unstable 
Shapeshifter becomes a copy of that creature perma- 
nently and retains this ability. TE 


Unsummon Inst e 
Return target creature to owner’s hand. 5E 
Updraft Inst 16 


Target creature gains flying until end of tur. Draw a 
card at the beginning of the next tun. * You get the 
card even if the targeted creature already has flying.5E 
Veil of Birds Ench e 
When one of your opponents successfully casts a 
spell, if Veil of Birds is an enchantment, Veil of Birds 
a a 1/1 creature with flying that counts as , 
rd, 


Veiled Apparition Ench 1e 
When one of your opponents successfully casts a 
spell, if Veiled Apparition is an enchantment, Veiled 
Apparition becomes a 3/3 creature with flying and 
“During your upkeep, pay 1 @ or sacrifice Veiled 
Apparition” and that counts as an Illusion. US 


Veiled Crocodile Ench 26 
When a player has no cards in hand, if Veiled Crocodile 
is an enchantment, Veiled Crocodile becomes a 4/4 
creature that counts as a Crocodile, 


Veiled Sentry Ench 

When one of your opponents successfully casts a 
spell, if Veiled Sentry is an enchantment, Veiled 
Sentry becomes a creature with power and tough- 
Ness each equal to the total casting cost of that spell 
and that counts as an Illusion. US 


Veiled Serpent Ench 26 
When one of your opponents successfully casts a 
spell, if Veiled Serpent is an enchantment, Veiled 
Serpent becomes a 4/4 creature that cannot attack 
unless defending player controls an island and that 


counts as a Serpent. Cycling 2. US 
Vodalian Soldiers SuMerfok 1/2 ® 
Volrath’s Curse EC 16 


Enchanted creature cannot attack, block, or play an 
ability requiring an activation cost. That creature's 
controller may sacrifice a permanent to car this 
ability until end of turn. «1 @): Return Volrath’s Curse 
to owner’s hand. TE 
Volrath’s ifterSu Shapeshifte0/1 1 @@ 
As long as the top card of your graveyard is a crea- 
ture card, Volrath’s ind is a copy of that 
card, except that Volrath's Shapeshifter retains its 
abilities, 2; Choose and discard a card. 

Walking Dream Sulilusion 3/3 36) 
Walking Dream is unblockable. Walking Dream does 
not untap during your untap phase if any opponent 
controls two or more creatures, SH 


Wall of Air Su Wall 1/5 1G 
Flying. 5E 
Wall of Tears SuWall 0/4 Fe 


If Wall of Tears blocks any creatures, return each of 
those creatures to owner’s hand at end of combat.SH 


Wayward Soul Su Spirt2@@ 3/2 
Flying. @): Put Wayward Soul on top of owner's 
library. 

Whim of Volrath Inst 

Buyback 2. Change the text of target permanent by 
replacing all instances of one color word or basic 

land type with another until end of tum. *See Magical 
Hack for related rulings. i 


Whiptongue Frog 


ACLE PLAYER’S GUIDE 


Type P/T Cost 


Su Frog 2) 13 
‘©: Whiptongue Frog gains flying until end of turn, EX 


Whispers of the Muse Inst é 
Buyback 5. Draw a card. TE 


Wind Dancer SuFére WW 16 
Flying. @: Target creature gains flying until end of 
turn. TE 
Wind Drake 
Flying. 

Wind Spirit Su Spirit 3/2 4@ 
Flying. Wind Spirit cannot be blocked by only one 
creature, 5E 


Windfall Sore 26 
Each player discards his or her hand and draws cards 
equal to the greatest number a player discarded 


way. 
Winged Sliver — SuSliver 11 1 @ 
All Slivers gain flying. TE 
Wizard Mentor Su Wizard 2/2 26 
©: Return Wizard Mentor and target creature you 

control to owner's hand. US 


Zephid Sulilusion 3/4 466 
Flying. Zephid cannot be the target of spells or a 
ties. 


Lophid's Embrace EC 266 
Enchanted creature gets +2/+2, gains flying, and 
cannot be the target of spells or abilities. 


Zephyt Falcon = Su Falcon 11 1 
Flying. Attacking does not cause Zephyr Falcon to tap, 5E 


Zur’s Weirdin’ Ench 36 
Players play with their hands face up. Whenever any 
player draws a card, any other player may pay 2 life 
to force the drawing player to discard that card. * Zhis 
ability will trigger during each card-drawing event 
and will be played right after that event. This means 
that it often will be played in the middle of an 
effect's overall resolution, between separate events of 
that resolution. This is a forced discard, so Library of 
Leng and so forth apply. 5E 


Acidic Sliver Su Sliver 22 @@ 
Each Sliver gains “2,, Sacrifice this creature: This crea- 
ture deals 2 damage to target creature or player” +SH 


Crystalline Sliver SuSlver 2/2 x*@ 
Slivers cannot be the target of spells or abilities. SH 


Bracapiesn Su Shapeshifter */* @ 
Flying. When you play Dracoplasm, sacrifice any 
number of creatures. Dracoplasm comes into play 
with power equal to the total power of the sacrificed 
creatures and toughness equal to the total toughness 
of those creatures. @: Dracoplasm gets +1/+0 until 
end of turn. TE 
Hibernation Sliver SuSiver 2/2 @&® 
Each Sliver gains “2 Pay 2 life: Return this creature 
to owner's hand’ SH 
Lobotomy Sor 26@ 
Look at target player's hand and chose any of those 
cards other than a basic land. Search that player’s 
graveyard, hand, and library for all copies of the cho- 
sen card and remove them from the game. That play- 
er shuffles his or her library afterwards, qE 
Ranger en-Vec Su Soldier 2/2 Dm%* 
First strike. @: Regenerate Ranger er-Vec. TE 
Segmented Wurm SuWum 5/5 3@@ 
Whenever Segmented Wurm is the target of a spell 
or ability, put a -1/-1 counter on it TE 


Su Drake 2/2 26 
TE 


Dark Su Legend 3/3 3%@ 
Flying. Selenia, Dark Angel counts as an Angel. Pay 2 
life: Return Selenia to owner’s hand. TE 
Sky Spict Su Spirit 2/2 1*® 
Flying, first strike. TE 
Sliver Queen — SuLegend 7/7 ¥@@@@ 


Sliver Queen counts as a Sliver. 2: Put a Sliver 
token into play. Treat this token as a 1/1 colorless 
creature, 
Soltari Guerrillas Su Soldiers 3/2 2@% 
Shadow. If Soltari Guerrillas assigns combat damage 
to any opponent, you may redirect that damage to 
target creature, 
Spined Sliver Su Sliver 2/2 @m 
If any Sliver is blocked, it gets +1/+1 until end of 
tum for each creature blocking it. s 
Inst 1?e 
Sacrifice a creature: Spontaneous Combustion deals 3 
damage to each creature. TE 
Vhati i/-Dal Su Legend 3/3 2@ 
: Target creature’s power or toughness is 1 until 
end of turn. TE 
Victual Sliver Su Sliver 2/2 ae 
ag Sliver gains “2, Sacrifice this creature: Gain i. 
re" 


Wood Sage SuDnuid 11 @e 
©: Name a creature card. Reveal the top four cards 
of your library to all players. If any of those cards are 
the named card, put them into your hand. Put the 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 


rest into your graveyard, TE 


Abundance Ench 202 
Instead of drawing a card, you may choose land or 
nonland and reveal cards from your library until you 
reveal a card of the chosen kind. Put that card into 
your hand and put all other revealed cards on the 
bottom of your library in any order, 


Acridian Sulnsect 2/4 1% 
Echo. US 
Albino Troll SuTroll 3/3 1 
Echo. 1 @: Regenerate Albino Troll. US 
Aluren Ench 228 


Any player may play a creature card with total cast- 
ing cost 3 or less whenever he or she could play an 


instant and without paying its casting cost. TE 
Anaconda Su Snake 3/3 3@ 
Swampwalk. US 

ConstableSu Constable2/1+* 1@@ 


An-Hawa Constable has toughness equal to 1 plus 
the number of green creatures in play. 


Apes of Rath Su Apes 5/4 2@@ 
If Apes of Rath attacks, it does not untap during your 
next untap phase. TE 


Argothian Elder 
>: Untap two target lands, 


EnchantressSu Enchantress0/1 1 @ 
Argothian Enchantress cannot be the target of spells 
or abilities, Whenever you successfully cast an 
enchantment spell, draw a card. 


Argothian Swine SuBoars 3/3 3@ 
Trample. US 


Argothian Wurm =SuWum 6/6 3@ 
Trample. When Argothian Wurm comes into play, any 
player may sacrifice a land to put Argothian Wurm on 
top of owner's library. US 


Aspect of Wolf EC 1®@ 
Enchanted creature gets +*/+*, where * is equal to 
half the number of forests you control, rounded down 
for power and up for toughness. *Wote that the “you” 
in the card text refers to the controller of the 
enchantment, who isn't necessarily the controller of 
the enchanted creature. 5E 
Aurochs SuAurochs 2/3 3% 
Trample. If Aurochs attacks, it gets +1/+0 until end 
of turn for each other Aurochs that is attacking, 5E 
Avenging Druid  SuDnid 13 20 
If Avenging Druid damages any opponent, you may 
reveal cards from your library until you reveal a land 
card. Put that land into play and put all other 
revealed cards into your graveyard. 

Awakening Ench 28 
At the beginning of each player’s upkeep, untap all 
creatures and lands. SH 


SuEf 2/2 3@ 
US 


Bayou Dragonfly Suinsect 11 1% 
Flying, swampwalk, TE 
Bequeathal EC c 


If enchanted creature is put into any graveyard, draw 
two cards, EX 
Birds of ParadiseSu Mana Birds 0/1 B 
Flying. : Add one mana of any color to your mana 

pool, Play this ability as a mana source, 5E 
Blanchwood Armor _—_—EC 2@ 
Enchanted creature gets +X/+X, where X is the num- 
ber of forests you control. US 


Blanchwood TreefolkSu Treefolk 4/5 1° 


Broken Fall Ench 2@ 
Return Broken Fall to owner’s hand: Regenerate tar- 
get creature. TE 
Bull Hippo 
Islandwalk. 
Burgeoning Ench * 
Whenever any opponent plays a land, you may choose 
a land card from your hand and put it into play. SH 


Su Hippo 3/3 3@ 
US 


Canopy Spider SuSpider 1/3 @® 
Canopy Spider can block creatures with flying. TE 
Carapace 


EC 
Enchanted creature gets +0/+2. Sacrifice Carapace: 
Regenerate enchanted creature. 5E 
Carnassid Su Beast 
Trample. 1 @: Regenerate Carnassid. 
Carpet of Flowers —Ench 
During your main phase, you may add up to X mana 
of one color to your mana pool, where X is the num- 
ber of islands target opponent controls, US 
Cartographer Su Townsfolk 2/2 2@ 
When Cartographer comes into play, you may return 
target land card from your graveyard to your hand, EX 
Cat Warriors Su Cat Warriors 2/2 1@ 
Forestwalk. 5E 
Cave Tiger SuCat 2/2 2@ 
Whenever a creature blocks it, Cave Tiger gets +1/+1 
until end of turn, US 


5/4 48@ 
SH 


Sor - Sorcery 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Type P/T Cost 


Charging Rhino = SuRhinn 4/44 3m 
Charging Rhino cannot be blocked by more than one 
creature, TE 


Child of Gaea SuElemental7/7  3aa@ 
Trample. During your upkeep, pay 4 or sacrifice 
Child of Gaea, 1 ®: Regenerate Child of Gaea. US 


Choke Ench 2 
Islands do not untap during their controllers’ untap 
phases, TE 
Chub Toad SuToad V1 2m 
If Chub Toad blocks or is blocked, it gets +2/+2 until 
end of turn. 5E 
Citanul Centaurs Su Centaurs 6/3 3 
Echo, Citanul Centaurs cannot be the target of spells 
or abilities. US 


Citanul Hi Su Druids 3/2 3@ 
Each creature you control gains “@: Add to your 
mana pool. Play this ability as a mana source” US 


Cockatrice Su Cockatrice 243 8@ 
Flying. If Cockatrice blocks or is blocked by any non- 
Wall creature, destroy that creature at end of combat. 
*You can play triggered abilities even if the source 
leaves play after the ability triggers but before it 
resolves. So killing the Cockatrice once its ability has 
triggered won't save a creature scheduled to be 
destroyed. *Regenerating a creature doesn't cancel 
abilities that are scheduled to apply to it, so a crea- 
ture that regenerates from combat damage would 
still be destroyed, though it could regenerate again. 

* This ability isn’t targeted, so abilities such as protec- 
tion from green don't prevent the effect. 5E 
Constant Mists Inst 1@ 
Buyback-Sacrifice a land. Creatures deal no combat 
damage this turn, SH 
Cradle Guard 
Trample, echo. 
Crashing Boars SuBoars 4/4 3@@ 
If Crashing Boars attacks, defending player chooses 
an untapped creature he or she controls, That crea- 
ture blocks Crashing Boars this turn if able. EX 


Su Treefolk 4/4 12@ 
US 


Craw Giant Su Giant 6/4 3@@@@ 
Trample, rampage: 2. 5E 
Craw Wurm 


Su Wurm = 6/4 ~~ 


Crazed Armadon Su Elephant 3/3 2@ 
®: Crazed Armadon gets +3/+0 and gains trample 
until end of turn. At end of turn, destroy Crazed 
Armadon. Use this ability only once each tum. TE 
Crossbow Ambush _Inst eB 
All creatures you control can block creatures with fly- 
ing until end of turn. SH 


Crosswinds Ench 1@ 
All creatures with flying get -2/-0. US 
Crumble Inst 


2 
Destroy target artifact. That artifact’s controller gains an 
amount of life equal to its total casting cost. Creatures 
destroyed this way cannot regenerate this turn. 5E 
Desert Twister Sore 4@e 
Destroy target permanent. 5E 
Dirtcowl Wurm = SuWum 3/4 4 
Whenever any opponent plays a land, put a +1/+1 
counter on Dirtcowl Wurm. T 
Durkwood Boars SuBoars 4/4 4 e 

5 


Earthcraft Ench 1” 
Tap an untapped creature you control: Untap target 
basic land. TE 
Eladamri, Lord of LeavesSu Legend2/2 @@ 
All Elves gain forestwalk, Elves cannot be the target 
of spells or abilities. TE 
Eladamri’s Vineyard — Ench 

At the beginning of each player’s main phase, add 
@®@ to that player's mana pool. TE 
Elder Druid SuCleric 2/2 3@ 
3 @, & Tap or untap target artifact, creature, or 
land, 5E 
Elven Palisade Ench ® 
Sacrifice a forest: Target attacking creature gets -3/- 
0 until end of turn. EX 
Elven Riders SuRiders 3/3 3@@ 
Elven Riders cannot be blocked except by Walls or 
creatures with flying. 5E 


Elven Rite Sore 1@ 
Put two +1/+1 counters, distributed any way you 
choose, on any number of target creatures. SH 


Elven Warhounds SuHounds 2/2 3@ 
If Elven Warhounds is blocked by any creature, put 
that creature on top of owner's library. TE 
Elvish Archers SuEves 21 2% 
First strike, 5E 
Elvish Berserker SuElf 1 ® 
For each creature that blocks it, Elvish Berserker gets 
+1/+1 until end of turn. EX 
Elvish Fury Inst ® 
Buyback 4. Target creature gets +2/+2 until end . 
tum. 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T Cost 
Elvish Herder Suef 1/1 2 
®: Target creature gains trample until end of turn.US 
Elvish Lyrist SuElf 1/1 2 


®, ©, Sacrifice Elvish Lyrist: Destroy target 
enchantment, 

Endangered ArmodonSu Elephant 4/5 2@@ 
If you control any creature with toughness 2 or less, 
sacrifice Endangered Armodon. SH 
Endless Wurm SuWum 9/59 3@@ 
Trample. During your upkeep, sacrifice an enchant- 
ment or sacrifice Endless Wurm. US 


Exploration Ench 2 
You may play an additional land each turn, US 
Fecundity Ench 29 


Whenever a creature is put into a graveyard from 
play, that creature's controller may draw a card. US 


Fertile Ground EL 1@ 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional one mana of any color. US 
Flailing Drake Su Drake 2/3 3 


Flying. If Flailing Drake blocks or is blocked by any 
creature, that creature gets +1/+1 until end of turn. TE 


Fog Inst 2 
Creatures deal no combat damage this turn. 5E 


Force of Nature Su Force 8/8 29@0@ 
Trample. During your —_ pay @@@* or 
Force of Nature deals 8 damage to you. * You aren't 
required to pay this upkeep cost. If you decline to do 
so, the resulting damage can be prevented or redi- 
rected normally. 5E 


Fortitude EC 1@ 
When Fortitude is put into a graveyard from play, 
return Fortitude to owner's hand. Sacrifice a forest: 
Regenerate enchanted creature, US 


Foxfire Inst 2” 
Untap target attacking creature. That creature neither 
deals nor receives combat damage this turn. Draw a 
card at the beginning of the next turn, 
Frog Tongue EC ® 
When Frog Tongue comes into play, draw a card. 
Enchanted creature can block creatures with flying. TE 
Fugitive Druid SuDruid 3/2 3m 
Whenever any player successfully casts an enchant- 
ment spell that targets Fugitive Druid, draw a card. TE 
Fungusaur Su Fungusaur 2/2 3@ 
At the end of any turn in which Fungusaur was dam- 
aged, put a +1/+1 counter on it. «/f Fungusaur suffers 
damage and then regenerates, it still gets its counter, 
Id it was damaged but not put into any graveyard. 5E 
Fyndhorn Elder SuEf 1 2m 
: Add @ to your mana pool. Play this ability . 
a mana source. 
Gaea’s Bounty Sorc ‘a 
Search your library for up to two forest cards, reveal 
them, and put them into your hand. Shuffle your 
library afterward, US 
Gaea’s Embrace EC 2a8 
Enchanted creature gets +3/+3 and gains trample. 
@: Regenerate enchanted creature. US 
Ghazban Ogre Su Ogre 2/2 e 
During your upkeep, if a player has more life than any 
other, he or she gains control of Ghazban Ogre. * This 
ability is played as an instant, doesn't count life totals 
until it resolves, and overrides previous control effects. 
*/f there's a tie for highest life total when the effect 
resolves, the Ogre’s controller doesn’t change. 5E 
Giant Growth Inst a 
Target creature gets +3/+3 until end of turn. 5E 
Giant Spider Su Spider 2/4 3@ 
Giant Spider can block creatures with flying. 5E 


Gorilla Warrior Su Ape 3/2 +e 


Greater Good Ench 208 
Sacrifice a creature: Draw cards equal to the sacrificed 
creature's power, then choose and discard three 7 US 


Greener Pastures Ench 

During each player's upkeep, if that player ‘ite 
more lands than any other, the player puts a 
Saproling token into play under his or her control. 
Treat this token as a 1/1 green creature. 


Grizzly Bears SuBears 2/2 1 e 
Harrow Inst 2@ 


Sacrifice a land: Search your library for up to two 
basic land cards and put those lands into play. 
Shuffle your library afterwards, 

Hawkeater Moth ‘Sulnsect 12 3@ 
Flying. Hawkeater Moth cannot be the target of spells 
or abilities, US 
Heartwod Dryad 9 SuDryad 2/1 te 
Heartwod Dryad can block creatures with shadow. TE 
Heartwod Giant  SuGiant 4/4 3@@ 
®, Sacrifice a forest: Heartwod Giant deals 2 dam- 
age to target player. TE 
Heartwod Treefolk Su Treefok 3/4 2 ee 
Forestwalk. 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


Hermit Druid Su Druid = 1/1 12 
®, ©: Reveal cards from the top of your library 
until you reveal a basic land card. Put that card into 
your hand and put all other revealed cards into your 
graveyard, SH 


Hidden Ancients Ench 12 
When one of your opponents successfully casts an 
enchantment spell, if Hidden Ancients is an enchant- 
ment, Hidden Ancients becomes a 5/5 creature that 
counts as a Treefolk, US 


Hidden Guerrillas Ench 2 
When one of your opponents successfully casts an 
artifact spell, if Hidden Guerrillas is an enchantment, 
Hidden Guerrillas becomes a 5/3 creature with tram- 
ple and that counts as a Soldier. 


Hidden Herd Ench Ld 
When one of your opponents plays a nonbasic land, if 
Hidden Herd is an enchantment, Hidden Herd 

becomes a 3/3 creature that counts as a Beast. US 


Hidden Predators Ench t 
When one of your opponents controls a creature with 
power 4 or greater, if Hidden Predators is an 

enchantment, Hidden Predators becomes a 4/4 crea- 
ture that counts as a Beast. US 


Hidden Spider Ench 2 
When one of your opponents successfully casts a crea- 
ture with flying, if Hidden Spider is an enchantment, 
Hidden Spider becomes a 3/5 creature that can block 
creatures with flying and that counts as a Spider. US 
Hidden Stag Ench 1®@ 
Whenever one 4 your opponents plays a land, if 
Hidden Stag is an enchantment, Hidden Stag 
becomes a 3/2 creature that counts as a Beast. 
Whenever you play a land, if Hidden Stag is a crea- 
ture, Hidden Stag becomes an enchantment. US 


Horned Sliver Su Sliver 2/22 2 


All Slivers gain trample. TE 
Hungry Mist Su Mist 6/2 2@ 
During ae upkeep, pay 44 or bury Hungry Mist. 5E 
Hurricane Sore x® 
Hurricane deals X damage to each creature with fly- 

ing and each player. 5E 
Hush Sore 3a 
Destroy all enchantments. Cycling 2. US 


Instill Energy EC 2 
Enchanted creature is unaffected by summoning sick- 
ness. ©: Untap enchanted creature. Use this ability 
only during your turn and only once each turn. */nstill 
Energy's ability is played as an instant, not as an inter- 
rupt, so it can't be used during the casting of a spell or 
ability. Remember that untapping the enchanted crea- 
ture is an ability of the enchantment, not an ability 
granted to the creature, so it's the controller of the 
enchantment who plays the ability. 5E 


lronroot Treefolk Su Treefolk 3/5 “8 
5 


Jackalope Herd  SuBeasts 4/5 3@ 
If you play any spell, return Jackalope Herd to 
owner's hand. 

Johtull Wurm SuWum 66 5@ 
For each creature assigned to block it beyond the 
first, Johtull Wurm gets -2/-1 until end of tum.  5E 
Keeper of the BeastsSu Wizard 1/2 @@ 
@, ©: Put a Beast token into play. Treat this token 
as a 2/2 green creature. Play this ability only if target 
opponent controls more creatures than you, 


Killer Bees SuBees 0/1 1@ 
Flying. @: Killer Bees gets +1/+1 until end of tum, 5E 
Krakilin Su Beast 0/0 x@@ 
Krakilin comes into play with X +1/+1 counters on it. 
1 ®: Regenerate Krakilin, TE 
Ley Druid SuCleric V1 2@ 
>: Untap target land. 5E 
Lhurgoyf Su Lhurgoyf */1+* 2@ 


Lhurgoyf has power equal to the number of creature 
cards in all graveyards and toughness equal to 1 plus 
the number of creature cards in all graveyards,  5E 
Lifeforce Ench ae 
®: Counter target black spell. Play this ability as 
an interrupt. 5E 


Living Artifact 

For each 1 damage dealt to you, Ps a vitali pm, 
on Living Artifact. Remove a vitality counter Living 
Artifact: Gain 1 life. Use this ability only during your 
upkeep and only once each tum. *7he counters are 
placed on the enchantment, not on the artifact. 
Therefore, multiple copies of Living Artifact don’t share 
counters, though each copy will get the full number of 
counters whenever you're damaged. *Remember that 
enchantments moved around by Enchantment Alteration 
and such are treated as being just played, so a Living 
Artifact that's moved in this way loses its counters, 5E 
Living Lands Ench 3a 
All forests are 1/1 creatures. (These creatures still 
count as lands.) *Note that animating the forests does- 
n't change their color. «Living Land's ability affects all 
forests, regardless of who controls them and regardless 
of whether they also count as another land type.  5E 


Llanowar Elves Su Elves 1/1 2 


ST - Stronghold 
EX - Exodus 


Title Type P/T Cost 


©: Add @ to your mana pool. Play this ability as a " 
5 


mana source. 


Lowland Basilisk Su Basilisk 1/3 
Whenever Lowland Basilisk damages any creature, 
destroy that creature at end of combat. SH 


Lull Inst 1@ 
Creatures deal no combat damage this turn. 

Cycling 2. 

Lure EC 1@@ 
All creatures able to block enchanted creature do so. 
+The defending player isn’t required to make it legal 
for a defending creature to block an attacker 
enchanted with Lure. For example, if the attacker has 
flying, the defending player isn't required to power up 
his or her Telethopter so that it can block. 5E 


Mirror Universe? 
Ovinomancer and The Mage from 
Warcraft I-these guys really 

like sheep. Coincidence? 


Ovinomancer 


When Ovinomancer comes 
return three basic lands yo 
owner’s hand or bury Ovind 


®, Return Ovinomancer to 
hand: Bury target creature d 
Sheep token into play under 
of the creature's controller, 
token as a 0/1 green creatur 


Not at all, Bill Rose of Magic 
R&D also likes sheep. Back when 
Warcraft II was the hottest realtime 
strategy game around, Bill would quietly 
sit back until he had an army of fully 
charged mages. Then all of a sudden, the 
entire opposing army would start turning 
into sheep! Bill designed Ovinomancer 
because he felt strongly that Magic 
needed more sheep. 


Manabond Ench 2 
During your discard phase, you may choose to put all 
land cards from your hand into play. If you do, dis- 

card the rest of your hand. EX 


Marsh Viper SuViper 12 Om 
If Marsh Viper damages any player, he or she gets 
two poison counters. If any player has ten or more 
poison counters, he or she loses the game. 5E 


Midsummer Revel —_Ench 3a@ 
During your upkeep, you may put a verse counter on 
Midsummer Revel, #, Sacrifice Midsummer Revel: 
Put X Beast tokens into play, where X is the number 
of verse counters on Midsummer Revel. Treat these 
tokens as 3/3 green creatures. US 
Mirri, Cat Warrior Su Legend 2/3 tom 
Miri, Cat Warrior counts as a Cat Warrior. First strike; 
forestwalk. Attacking does not cause Mirri to tap. EX 
Mirri’s Guile Ench 

During your upkeep, you may look at the top three 
cards of your library and put them back in any order.TE 
Mongrel Pack  SuHounds 4/1 3@® 
lf Mongrel Pack is put into any graveyard from play 
during combat, put four Hound tokens into play. Treat 
these tokens as 1/1 green creatures. TE 
Mulch Sorc 1@ 
Reveal the top four cards of your ia to all play- 
ers, Put any of those cards that are lands into your 
hand and the rest into your graveyard. 


Muscle Sliver Su Sliver V1 
All Slivers get +1/+1. TE 
Natural Spring Sore 3ae 
Target player gains 8 life. TE 
Nature's Lore Sorc 1@ 


Search your library for a forest card and put that card 
into play. Shuffle your library afterwards, *Nature’s 
Lore isn't restricted to basic forests. You can search 
for and play any land that counts as a forest. 5E 
Nature’s Revolt Ench 322 
All lands are 2/2 creatures. (These creatures still 
count as lands.) TE 


Title Type 


: Needle Storm 


orc 2@ 
Needle Storm teas 4 damage to each creature wat 
flying. TE 
Nurturing Licid Sulicid 1 
®, ©: Nurturing Licid loses this ability and becomes 
a creature enchantment that reads “@®: Regenerate 
enchanted creature” instead of any other type of per- 
manent. Move Nurturing Licid onto target creature. You 
may pay @ to end this effect. «See Transmognifying 
Licid for related rulings. TE 
Oath of Druids Ench 1®@ 
During each player's upkeep, if that player controls fewer 
creatures than target opponent, the player may reveal 
cards from his or her library until he or she reveals a 
creature card. The player puts that creature into play and 
all other revealed cards into his or her graveyard. EX 
Overgrowth EL 2” 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional @@. SH 
Overrun Sorc 2228 
All creatures you control get +3/+3 and gain trample 
until end of turn, TE 
Pincher Beetles Sulnsects 31 2@ 
Pincher Beetles cannot be the target of spells or abil- 
ities, TE 
Plated Rootwalla Sulizard 3/3 4@ 
2)@: Plated Rootwalla gets +3/+3 until end of turn. 
Play this ability only once each turn. EX 


Pouncing Jaguar  SuCat 2/2 * 
Echo. US 


Pradesh Gypsies Su Gypsies 11 2@ 
1®, ®: Target creature gets -2/-0 until end of = 

5I 
Predatory Hunger EC 2 
Whenever any opponent successfully casts a creature 
spell, put a +1/+1 counter on enchanted creature, EX 
Priest of Titania Suef WW a! 
: Add @ to your mana pool for each Elf in play. 
Play this ability as a mana source, US 
Primal Order Ench 228 
During each player's upkeep, Primal Order deals to 
that player an amount of damage equal to the num- 
ber of nonbasic lands he or she controls. 


Primal Rage Ench 1@ 
All creatures you control gain trample. SH 
Provoke Inst 19 


Untap target creature you do not control, That crea- 
ture blocks this turn if able. Draw a card. 

Pygmy Troll SuTrol 1/1 1@ 
For creature that blocks it, Pygmy Troll gets +1/+1 
until end of tum. #: Regenerate Pygmy Troll. EX 
Rabid Wolverines Su Wolverines 4/4 3@ 
For each creature that blocks it, Rabid Wolverines 
gets +1/+1 until end of turn. EX 
Rabid Wombat SuWombat 01 2@@ 
Attacking does not cause Rabid Wombat to tap. 
Rabid Wombat gets +2/+2 for each creature 
enchantment on it. 5E 
Radjan Spirit Su Spit 3/2 3@ 
®: Target creature loses flying until end of turn. 5E 
Rampant Growth Sore 1 
Search your library for a basic land card and put that 
land into play, tapped. Shuffle your library afterwards, TE 
Reality Anchor Inst 1® 
Target creature loses shadow until end of turn, Draw 
a card, TE 
Reap Inst 1® 
Return any number of target cards from your graveyard 
to your hand, You cannot chose more cards than the 
number of black permanents target opponent controls, TE 
Reclaim Inst t 
Put target card from your graveyard on top of your 
library. EX 
Recycle Enoch 49@ 
Skip your draw phase, Whenever you play a card, 
draw a card, During your discard phase, chose and 
discard all but two cards. TE 


Regeneration EC 1@ 
®: Regenerate enchanted creature. 5E 
Rejuvenate Sorc 38 
Gain 6 life Cycling 2. US 


Respite Inst 1@ 
Coane deal no combat damage this turn. Gain ‘ 
life for each attacking creature. TE 
Resuscitate Inst 1@ 
Until end of turn, each creature you control gains 
“1: Regenerate this creature.’ 

Retaliation Ench 2” 
Each creature you control gains “Whenever a creature 
blocks it, this creature gets +1/+1 until end of tumn”US 
Rootbreaker Wurm SuWum 6/6 5@@ 
Trample. TE 
Rootwalla Su lizard 22 20 
1 @: Rootwalla gets +2/+2 until end of turn, Use 
this ability only once each turn. TE 
Rootwater Alligator Su Alligator 3/2 3 
Sacrifice a forest: Regenerate Rootwater Alligator. EX 


Type P/T Cost 


Root Maze Ench ® 
All artifacts and lands come into play tapped. TE 


Scaled Wurm SuWum 76 7@ 


Scavenger FolkSu Scavenger Folk 1/1 ® 
be &, Sacrifice Scavenger Folk: Destroy target 7 
fact. 5 


Scragnoth Su Beast 3/4 4@ 
Protection from blue, While Scragnoth is being ms : 
cannot be countered. 


Scryb Sprites Su Faeries 1/1 ; 
Flying. 5E 
Seeker of Skybreak Suef 21 1@ 
©: Untap target creature. TE 


Shanodin Dryads Su Nymphs 1/1 » 
Forestwalk. 5E 


Shrink Inst ® 
Target creature gets -5/-0 until a of turn. 5E 


hroud Archer Suef 1/1 ® 
: Target creature with flying gets -1/-1 until end of 
turn, SH 


Skyshroud Elf SuEf 1 7@ 
®: Add @ to ee mana pool, Play this ability as a 
mana source. 1: Add @ or #* to your mana pool. 
Play this abit as a mana source. TE 


Skyshroud Elite  SuEWes 1/1 e 
Skyshroud Elite gets +1/+2 as long as any opponent 
controls any nonbasic lands, EX 


Skyshroud Ranger Sue 1/1 e 
&: Chose a land card in your hand and put that land 
into play. Play this ability as a sorcery. TE 


s hroud Troll = Su Giant 
: Regenerate Skyshroud Troll. 


Skyshroud Troopers SuEWes 3/3 3@ 
>: Add @ to your mana pool. Play this ability as : 4 


mana source. 
Skyshroud War BeastSu Beast */* 1 
Trample. Skyshroud War Beast has power and tough- 
ness each equal to the number of nonbasic lands tar- 
get opponent controls. EX 


Song of Serenity Ench 1® 
Creatures with any enchantments on them cannot 
attack or block. 


Spike Breeder § SuSpike 0/0 3@ 
ke Breeder comes into play with three +1/+1 
counters on it. 2, Remove a +1/+1 counter from 
Spike Breeder: Put a +1/+1 counter on target crea- 
ture. 2, Remove a +1/+1 counter from Spike 
Breeder: Put a Spike token into play, Treat this token 
as a 1/1 green creature. SH 


Spike Colony Su Spike 0/0 40 
ke Colony <a into play with four +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Colony: Put a +1/+1 counter on target creature. SH 


Spike Drone Su Spike 0/0 e 
Spe Drone comes into play with one +1/+1 counter 
on it. 2, Remove a +1/+1 counter from Spike 

Drone: Put a +1/-+1 counter on target creature. TE 


Spike Feeder Su Spike 0/0 10@ 
Spike Feeder comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Feeder: 
Put a +1/+1 counter on target creature. Remove a 

+1/+1 counter from Spike Feeder: Gain 2 life. SH 


Spike Hatcher Su Spike 0/0 6@ 
Spike Hatcher comes into play with six +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Hatcher: Put a +1/+1 counter on target creature. 1, 
Remove a +1/+1 counter from Spike Hatcher: 
Regenerate Spike Hatcher. 


Spike Rogue Su Spike 0/0 1@@ 
Spike ey comes into play with two +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Rogue: Put a "+V/+1 counter on target creature. 2, 
Remove a +1/+1 counter from any creature you con- 
trol: Put a +1/+1 counter on Spike Rogue. 


Spike Soldier Su Spike 0/0 2@@ 
Spike Soldier comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Soldier: Put a +1/+1 counter on target creature. 
Remove a +1/+1 counter from Spike Soldier: Spike 
Soldier gets +2/+2 until end of turn. $ 


Spike Weaver Su Spike 0/0 2@@ 
Spike Weaver comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Weaver: Put a +1/+1 counter on target creature. 1 , 
Remove a +1/+1 counter from Spike Weaver: 
Creatures deal no combat damage this turn. EX 
Spike Worker Su Spike 0/0 2@ 
Spike Worker comes into play with two +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Worker: Put a +1/+1 counter on target creature. SH 


Spined Wurm SuWum 5/4 4 ¢ 


33 28 
TE 


Sporogenesis Ench 3@ 
During your upkeep, you may put a fungus counter 
on target nontoken creature. Whenever a creature 
with a fungus counter on it is put into a graveyard, 
put a Saproling token into play for each of those fun- 


ACLE PLAYER’S GUIDE 


Type P/T Cost 


gus counters. Treat these tokens as 1/1 green crea- 
tures. When Sporogenesis leaves play, remove all fun- 
gus counters from all creatures. US 
Spreading Algae EL e 
Play Spreading Algae only on a swamp. When 
enchanted land becomes tapped, destroy that land. 
When Spreading Algae is put into a graveyard from 
play, return Spreading Algae to owner's hand. US 
Stampede Inst 1e@@ 
All atecng creatures get +1/+0 and gain trample 
until end of turn. 5E 


Storm Front Ench e 
@@: Tap target creature with flying. TE 
Stream of Life Sorc x® 
Target player gains X life. 5E 
Survival of the Fittest Ench 1®@ 


@, Choose and discard a creature card: Search your 
library for a creature card, reveal that card to all 

players, and put it into your hand. Shuffle your library 
afterwards. EX 


Sylvan Library Ench 1® 
0 : Draw two cards, then choose any two cards in 
your hand drawn this turn. For each of those cards, 
pay 4 life or put that card back on top of your library. 
Use this ability only during your draw phase and only 
once each turn. *Syivan Library does not modify your 
normal draw for the turn. Each Sylvan Library has an 
ability that enables you to draw two cards, then put 
two drawn cards back and/or pay life. Each such abil- 
ity is played separately. If two Libraries are used in 
succession, the first effect to resolve does so fully 
before the next one resolves. In other words, you 
would draw two cards, put two cards back, then draw 
those two cards again. «Abilities that trigger when a 
card is drawn will be played after the cards are drawn 
but before you choose cards to keep or put back. You 
pay life only if you choose a card in your hand and 
decide to keep it, not directly as a penalty for not put- 
ting cards back, so if something removes the cards 
from your hand before you would choose them, you 
won't have to pay life to “keep” them. 5E 


Symbiosis Inst 1@ 
Two target creatures each get +2/+2 until end of ‘fa 
tum. 


Tarpan Su Tarpan 1/1 2 
A Tarpan is put into any Phen! from play, gain 1 a 
fe. 5 


Yanpting Licid Sulicid 22 20 
Tempting Licid loses this ability and becomes 
a creature enchantment that reads “All creatures able 
to block enchanted creature do so” instead of a crea- 
ture. Move Tempting Licid onto target creature. You 
may pay @ to end this effect. «See sicannieai 
Licid for related rulings. 


Thicket Basilisk Su Basilisk 2/4 3 i 
If Thicket Basilisk blocks or is blocked by any non- 

Wall creature, destroy that creature at end of combat. 
See Cockatrice for related rulings. 5E 


Titania’s Boon Sorc 3@ 
Put a +1/+1 counter on each creature you control. US 


Titania's Chosen = SuEf 1/10 2 @ 
Whenever a player successfully casts a green spell, 
put a +1/+1 counter on Titania's Chosen, US 


Titania’s Song Ench 3@ 
Each noncreature artifact loses its abilities and is an 
artifact creature with power and toughness each 
equal to its total casting cost. If Titania’s Song leaves 
play, this effect continues until end of tum. * While 
Titania’s Song is in play, none of the text in any arti- 
fact's text box has any effect on the game. Even 
upkeep costs are erased by the Song’s effect. 
However, the text is still there, so you can still edit it 
with Mind Bend, for example. 5E 


Trained Armadon Su Elephant 3/3 vee 


Tranquility Sorc 28 
Destroy all enchantments. 5E,TE 
Tr SuTreefok 2/* 2 
Treefolk Seedlings has toughness equal to the number 
of forests you control. US 
Treetop Rangers SuEWwes 2/2 2@ 
Treetop Rangers cannot be blocked except by crea- 
tures with flying. US 
Trumpeting Armadonsu Elephant 3/3 3 @ 
1 @: Target creature blocks Trumpeting Armadon 
this turn if able. 


Tsunami Sorc 3@ 
Destroy all islands. 5E 
Untamed Wilds Sore 2@ 


Search your library for a basic land card and put that 
card into play. Shuffle your library afterwards.  5E 


Venom EC 1e@ 
If enchanted creature blocks or is blocked by any 
non-Wall creature, destroy that creature at end of 
combat. *See Cockatrice for related rulings. * Venom’s 
ability triggers only when blockers are declared. For 
example, moving Venom around with Enchantment 
Alteration won't trigger its ability after blockers have 
been declared, nor will it cancel instances of its abili- 
ty that have already triggered. 5E 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 


Venomous Fangs EC 29 


Whenever enchanted creature successfully deals 
damage to a creature, destroy that creature. US 


Verdant Force SuElemental/7 5@@@ 
During each player’s upkeep, put a Saproling token 
into play. Treat this token as a 1/1 green creature. 
Verdant Force's controller plays its upkeep ability 
and therefore controls the Saproling token put into 
play. In other words, Verdant Force's controller puts a 
Saproling token into play under his or her contro! 
once during each player's upkeep. 

Verdant Touch Sorc 1® 
Buyback 3. Target land becomes a 2/2 creature 
permanently. 


Verdigris Inst 2a 
Destroy target artifact. TE 
Verduran Enchantresssu Enchantress0/2 1 @@ 
0: Draw a card. Use this ability only when you suc- 
cessfully cast an enchantment spell and only once for 
each such spell. *Verduran Enchantress’s ability won't 
trigger on an enchantment being moved from one 
target to another: as far as the Enchantress is con- 
cerned, the enchantment is simply moving around, 
not being played again. 

Vernal Bloom Ench 3@ 
Whenever a forest is tapped for mana, it produces an 
additional @. US 
Volrath’s Gardens —Ench 1®@ 
2, Tap a creature you control: Gain 2 life. Play tis 
ability as a sorcery. SH 
Wall of Blossoms SuWall 0/44 1@ 
When Wall of Blossoms comes into play, draw a card.SH 
Wall of Brambles suWall 23 2@ 
@: Regenerate. 5E 


Wanderlust EC 28 
During the upkeep of enchanted creature's controller, 
Wanderlust deals 1 damage to him or her. 5E 
War Dance Ench 2 


During your upkeep, you may put a verse counter on 
War Dance. Sacrifice War Dance: Target creature gets 
+X/+X until end of turn, where X is the number of 
verse counters on War Dance. US 


War Mammoth SuMammoth 3/3 3@ 
Trample. 5E 


Whirling Dervish Su Dervish 11 @@ 
Protection from black. If Whirling Dervish damages 
any opponent, put a +1/+1 counter on it at end of 
turn. */f Whirling Dervish damages an opponent, it 
will get a counter at end of turn, even if it's under 
the control of that player at that time. Also, it can get 
more than one counter during the same turn if it 
manages to damage a player on more than one occa- 
sion during that turn. 5E 


Whirlwind Sore 228 
Destroy all creatures with flying. US 
Wild Dogs Su Hounds 2/1 e 


During your upkeep, if a player has more life than 
any other, that player gains control of Wild Dogs. 
Cycling 2. US 
Wild Growth EL ® 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional @. «Wild Growth is simply trig- 
gering when appropriate rather than modifying the 
land's abilities. So Contamination doesn't override this 
ability, it doesn't allow a Reflecting Pool to produce 
®, and so on. 5E 
Winding Wurm SuWum 6/6 4 e 
Winter Blast Sore x® 
Tap X target creatures. Winter Blast deals 2 damage to 
each of those creatures with flying. * Winter Blast may 
target creatures that are already tapped. It will deal 2 
damage to each such creature that has flying. «Note 
that whether a creature has flying or not is checked 
when Winter Blast resolves, not when it’s played. 5E 
Winter's Grasp Sorc 1 oe 
Destroy target lan 

Wolverine PackSu Wolverine Pack 2/4 2 os 
Rampage: 2. 

Wood Elves SuEwes 11 2 : 
When Wood Elves comes into play, search your 
library for a forest card and put that forest into play. 
Shuffle your library afterwards. EX 
Wyluli Wolf SuWolf 11 1 
©: Target creature gets +1/+1 until end of turn. 5E 


Adarkar Wastes Land 

: Add one colorless mana to your mana pool. +: 
Add #* or @ to your mana pool. Adarkar Wastes 
deals 1 damage to you. *A// Jand abilities that produce 
mana are played as mana sources, even if the effect 
does something else, such as damaging you. 5E 
Ancient Tomb Land 

: Add two colorless mana to your mana pool. 
Ancient Tomb deals 2 damage to you. *See Adarkar 
Wastes for related rulings. TE 


Sor - Sorcery 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 


Blasted Landscape —_Land 


: Add one colorless mana to your mana pool. 
Cycling 2. 

Bottomless Vault Land 

Bottomless Vault comes into play tapped. You may 
choose not to untap Bottomless Vault during your 
untap phase and put a storage counter on it instead. 
«>, Remove X storage counters from Bottomless Vault: 
Add an amount of # equal to X to your mana pool. 
This land gets a counter if you decline to untap it 
during your untap phase, even if an effect such as 
Winter Orb's would have prevented it from untapping. 
Whether the land was untapped at the beginning of 
untap is unimportant. If you skip your untap phase, the 
land does not get a counter. * Tapping a storage land 
to remove zero counters is still tapping it for mana, so 
effects like Mana Flare's will trigger, producing mana 
as appropriate. *Effects that simply tap a storage land 
won't drain it of its counters, Effects that force the 
land to produce mana, such as Power Sink’s, will 
cause all of its counters to be removed and the appro- 
priate amount of mana to be produced. *A continuous 
effect such as Blood Moon's doesn’t convert lands until 
after they enter play. This land will enter play tapped 
and then become a mountain. «Changing a land into 
another type doesn't remove any counters that are on 
the land. However, storage counters will be useless 
until the land reverts to normal. 


Brushland Land 

«>: Add one colorless mana to your mana pool. @: @& 
or %* to your mana pool. Brushland deals 1 damage to 
you. *See Adarkar Wastes for related rulings. 5E 


Caldera Lake Land 

Caldera Lake comes into play tapped. @: Add one 
colorless mana to your mana pool. @: Add @ or @ 
to your mana pool. Caldera Lake deals 1 damage to 
you. *See Adarkar Wastes for related rulings. TE 


Cinder Marsh Land 

: Add one colorless mana to your mana pool. +: 
Add 4 or @ to your mana pool. Cinder Marsh does 
Not untap during your next untap phase. TE 
City of Brass Land 

Whenever City of Brass becomes tapped, it deals 1 
damage to you. @: Add one mana of any color to 
your mana pool. *Mote that City of Brass deals 1 dam- 
age to its controller if it becomes tapped for any rea- 
son, not just as a side effect of producing mana. 5E 
City of Traitors Land 

If you play a land, sacrifice City of Traitors. @: Add 
two colorless mana to your mana pool. 

Drifting Meadow Land 

Drifting Meadow comes into play tapped. @: Add a 
to your mana pool. Cycling 2. US 
Dwarven Hold Land 

Dwarven Hold comes into play tapped. You may 
choose not to untap Dwarven Hold during your untap 
phase and put a storage counter on it instead, ©, 
Remove X storage counters from Dwarven Hold: ‘Add 
an amount of @ equal to X to your mana pool. «See 
Bottomless Vault for related rulings. E 
Dwarven Ruins Land 

Dwarven Ruins comes into play tapped, @: Add @ 
to your mana pool. @, Sacrifice Dwarven Ruins: Add 
@ @ to your mana pool. 5E 


Ebon Stronghold Land 


Ebon Stronghold comes into play tapped. @: Add 
to your mana pool. ©, Sacrifice Ebon Stronghold: 
Add 44 to your mana pool. 5E 
Forest Land 

>: Add @ to your mana pool, 5E,TE,US 
Gaea’s Cradle LLand 


>: Add @ to your mana pool for each creature you 
control. US 


Ghost Town Land 

>: Add one colorless mana to your mana pool. 0: 
Return Ghost Town to owner's hand. Use this ability 
only during another player's turn. TE 


Battleground Land 
Havenwood Bettoguig comes into play tapped. @: 
Add @ to your mana pool. , Sacrifice Havenwood 
Battleground: Add 4 to your mana pool. 5E 


Hollow Trees Land 

Hollow Trees comes into play tapped. You may choose 
not to untap Hollow Trees during your untap phase 
and put a storage counter on it instead. ©, Remove 
X storage counters from Hollow Trees: Add an amount 
of @ equal to X to your mana pool. *See Bottomless 
Vault for related rulings. 


Icatian Store Land 

Icatian Store comes into play tapped. You may choose 
not to untap Icatian Store during your untap phase 
and put a storage counter on it instead. @, Remove 
X storage counters from Icatian Store: Add an 
amount of # equal to X to your mana pool. *See 
Bottomless Vault for related rulings. 5 
Ice Floe Land 

You may choose not to untap Ice Floe during your 
untap phase. @: Tap target creature without flying 
that is attacking you. As long as Ice Floe remains 
tapped, that creature does not untap during its con- 
troller’s untap phase, 5E 


Sor - Sorcery 
SC - Summon Creature 


Title Type P/T Cost 
Island Land 
>: Add @ to your mana pool. 5E,TEUS 


Karplusan Forest Land 

: Add one colorless mana to your mana pool. @: 
Add @ or # to your mana pool. Karplusan Forest 
deals 1 damage to you. *See Adarkar Wastes for 
related rulings. 


Maze of Shadows Land 

: Add one colorless mana to your mana pool. : 
Untap target attacking creature with shadow. That 
creature neither deals nor receives combat damage 
this turn. TE 


Mogg Hollows Land 

id one colorless mana to your mana pool. +: 
Add @ or @ to your mana pool. Mogg Hollows does 
not untap during your next untap phase. TE 


Mountain Land 
>: Add @ to your mana pool, 


Phyrexian Tower LLand 
: Add one colorless mana to your mana pool. @, 
Sacrifice a creature: Add 4®4® to your mana pool. US 


Pine Barrens Land 

Pine Barrens comes into play tapped. @: Add one 
colorless mana to your mana pool. @: Add 4 or @ 
to your mana pool. Pine Barrens deals 1 damage to 
you. *See Adarkar Wastes for related rulings. TE 


Plains Land 
>: Add 4 to your mana pool. 


Polluted Mire Land 
Polluted Mire comes into play tapped. @: Add # to 
your mana pool, Cycling 2. US 


Reflecting Pool Land 
: Add to your mana pool one mana of any type 
that any land you control can produce. TE 


Remote Isle Land 
Remote Isle comes into play tapped. @: Add @ to 
your mana pool. Cycling 2. US 


Rootwater Depths —_Land 

: Add one colorless mana to your mana pool. @: 
Add @ or # to your mana pool. Rootwater Depths 
does not untap during your next untap phase. TE 


Ruins of Trokair Land 

Ruins of Trokair comes into play tapped. @: Add 2 
to your mana pool. , Sacrifice Ruins of Trokair: Add 
2 % to your mana pool. 5E 


Salt Flats Land 

Salt Flats comes into play tapped. : Add one color- 
less mana to your mana pool. @: Add %# or & to 
your mana pool. Salt Flats deals 1 damage to you. 
*See Adarkar Wastes for related rulings. 


Sand Silos Land 

Sand Silos comes into play tapped. You may choose 
not to untap Sand Silos during your untap phase and 
put a storage counter on it instead. , Remove X 
storage counters from Sand Silos: Add an amount of 
@ equal to X to your mana pool. *See Bottomless 
Vault for related rulings. 5E 


Scabland Land 

Scabland comes into play tapped. >: Add one color- 

less mana to your mana pool. : Add @ or %* to 

your mana pool. Scabland deals 1 damage to you. 

See Adarkar Wastes for related rulings. TE 

Serra’s Sanctum —_—_LLand 

: Add 4 to your mana pool for each enchantment 

you control, US 

Shivan Gorge LLand 

: Add one colorless mana to your mana pool. 

2 @, &: Shivan Gorge deals 1 damage to each of 

your opponents. US 
Skyshroud Forest Land 

Skyshroud Forest comes into play tapped. «>: Add me 

colorless mana to your mana pool. >: Add 4 or 

to your mana pool, Skyshroud Forest deals 1 clr 

to you, *See Adarkar Wastes for related rulings. TE 

Slippery Karst Land 

Slippery Karst comes into play tapped. @: Add @ to 

your mana pool. Cycling 2. US 

Smoldering Crater —_Land 

Smoldering Crater comes into play tapped. : Add 

@ to your mana pool. Cycling 2. US 

Stalking Stones Land 

: Add one colorless mana to your mana pool. 6: 

Stalking Stones becomes a 3/3 artifact creature per- 

manently. (This creature still counts as a land) TE 

Sulfurous Spings Land 

: Add one colorless mana to your mana pool. @: 

Add # or @ to your mana pool. Sulfurous Springs 

deals 1 damage to you. *See Adarkar Wastes for 

related rulings. 

Svyelunite Temple —_Land 

Svyelunite Temple comes into play tapped. «>: Add 

@ to your mana pool. @, Sacrifice Svyelunite 

Temple: Add @ @ to your mana pool. 

Swamp Land 

>: Add 4 to your mana pool. 

Thalakos Lowlands Land 

>: Add one colorless mana to your mana pool. ¢: 

Add % or @ to your mana pool. Thalakos Lowlands 

does not untap during your next untap phase. TE 


5E,TE,US 


5E,TEUS 


5E,TE,US 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


Thran Quarry Land 


At the end of each turn, if you control no creatures, 
sacrifice Thran Quarry. @: Add one mana of any 
color to your mana pool. US 
Tolarian Academy —LLand 

>: Add @ to your mana pool for each artifact you 
control. US 
Underground River —_ Land 

«>: Add one colorless mana to your mana pool. @: 
Add @ or 4 to your mana pool. Underground River 
deals 1 damage to you. *See Adarkar Wastes for 
related rulings. 5E 
Urza's Mine Land 

«>: Add one colorless mana to your mana pool. If you 
control Urza's Mine, Urza's Power Plant, and Urza's 
Tower, add two colorless mana to your mana pool 
instead of one. *You get two mana from Urza's Mine if 
you have even one of each “Urza land’ in play. You 
don't need to have the same number of Mines, Power 
Plants, and Towers. * You have no control over whether 
the Mine produces one mana or two. If you control the 
complete set of Urza lands, you get two mana regard- 
less of whether you want it * The amount of mana to 
be produced is set when you play the ability, not when 
the effect resolves. 5E 
Urza’s Power Plant Land 

«>: Add one colorless mana to your mana pool. If you 
control Urza's Mine, Urza's Power Plant, and Urza's 
Tower, add two colorless mana to a mana pool 
instead of one. *See Urza's Mine for related rulings. 5E 
Urza’s Tower Land 

>: Add one colorless mana to your mana pool. If you 
control Urza’s Mine, Urza's Power Plant, and Urza's 
Tower, add three colorless mana to your mana pool 
instead of one, *See Urza's Mine for related rulings. 5E 
Vec Townships Land 

>: Add one colorless mana to your mana pool. @: 
Add @ or %* to your mana pool. Vec Townships does 
Not untap during your next untap phase. 

Volrath’s Stronghold Land 

>: Add one colorless mana to your mana pool. 

1 ®, : Put target creature card from your grave- 
yard on top of your library. SH 
Wasteland Land 

«>: Add one colorless mana to your mana pool. +, 
Sacrifice Wasteland: Destroy target nonbasic land. TE 


Acidic Soil Sorc 
Acidic Soil deals 1 damage to each player for an 
land he or she controls. US 
Aftershock Sorc 2ee 
Destroy target artifact, creature, or land. Aftershock 
deals 3 damage to you. TE 
Ambush Party Su Ambush Party 3/1 4@ 
First strike. Ambush Party is unaffected by summon- 
ing sickness. 5E 
Amok Ench 
1, Discard a card at random: Put a +1/+1 we 
on ‘target creature. Ss 
Anarchist Su Townsfolk 2/2 4@ 
When Anarchist comes into play, you may return target 
sorcery card from your graveyard to your hand. = EX 
Ancient Runes Ench 22 
During each player's upkeep, Ancient Runes deals 1 
damage to that player for each artifact he or she 
controls. 
Antagonism Ench 3@ 
During each player's discard phase, Antagonism deals 
2 damage to that player unless one of his or her oppo- 
nents was — dealt damage that tum. US 
Apocalypse Soc = 2 2 
Remove all permanents from the game. Discard your 
hand. TE 
Arc Lightnin Sore 22@ 
Arc Lightning deals 3 damage divided as you choose 
among any number of target creatures and/or players. US 
Ato; SuAtg 12 10 
Sacrifice an artifact: Atog gets +2/+2 until end of 
turn. 5E 
ing Su Ball Lightning 6/1 C@@ 
Trample. Ball Lightning is unaffected by summoning 
sickness. At the end of any turn, sacrifice Ball 
Lightning. 5E 


Barbed Sliver Su Sliver 22 2@ 
Each Sliver gains “ 2: This creature gets +1/+0 until 
end of turn” TE 
Bedlam Ench 22ee 
Creatures cannot block. US 
Bird Maiden SuBirdMaiden 12 20 
Flying. 5E 
Blood Frenzy Inst 12 


Target attacking or blocking creature gets +4/+0 until 
end of turn. At end of turn, destroy that creature. TE 
Blood Lust Inst 12 
Target creature gets +4/-4 until end of turn. If ths 
reduces that creature's toughness to less than 1, the 


ST - Stronghold 
EX - Exodus 


Title Type P/T Cost 


creature's toughness is 1. *A number can only be 
reduced below a certain value if it was at or above 
that value to begin with. So if Blood Lust's target 
somehow already has toughness less than 1, it will 
get another -4 toughness rather than having its 
toughness raised to 1. 


Boil Inst 32 
Destroy all islands. TE 
Brand 


Inst e 
Gain control of all permanents you own. Cycling 2.US 
Brassclaw Orcs SuOrs 3/2 20 


Brassclaw Ores cannot be assigned to block any 
creature with power 2 or greater. 

Bravado EC 12 
Enchanted creature gets +1/+1 for each other crea- 
ture you control. US 


The most exciting aspect of Urza's Saga 
is the joining of many previous expan- 
sions into one all-encompassing epic. In 
order to carry that off visually, the 
Magic team uses a style guide for 
each expansion. When working with dif- 
ferent artists, a style guide helps keep all 
the characters looking the same. 


Brothers of Fire SuBrothes 22 102 
1 @ @: Brothers of Fire deals 1 damage to target 
creature or player and 1 damage to you. 5E 
Brute, The EC 12 
Enchanted creature gets +1/+0, @@@: Regenerate 
enchanted creature. 5E 
Bulwark Ench 3ee@ 
During your upkeep, Bulwark deals 1 damage to tar- 
get opponent for each card in your hand greater than 
the number of cards in that player's hand. 

Canyon Drake SuDrake 12 2@@ 
Flying. 1, Discard a card at random: Canyon Drake 
gets +2/+0 until end of turn. TE 
Canyon Wildcat 
Mountainwalk. 
Cave People Su Cave People 14 1@@ 
If Cave People attacks, it gets +1/-2 until end of turn. 
1 @@, &: Target creature gains mountainwalk 
until end of turn. 5E 
Chaotic Goo Su Ooze 00 208 
Chaotic Goo comes into play with three +1/+1 coun- 
ters on it. During your upkeep, you may flip a coin. If 
you win the flip, add a +1/+1 counter to Chaotic Goo. 
Otherwise, remove a +1/+1 counter from it. 

Cinder Crawler Su Salamander 1/2 1 
@: Cinder Crawler gets +1/+0 until end of turn. Use 
this ability only if Cinder Crawler is blocked. EX 
Conquer EL 3e2@ 
Gain control of enchanted land. 5E 
Convulsing Licid Sulicid 2/2 20 
@, +: Convulsing Licid loses this ability and 
becomes a creature enchantment that reads 
“Enchanted creature cannot block” instead of a crea- 
ture. Move Convulsing Licid onto target creature. You 
may pay @ to end this effect. «See rE, 
Licid for related rulings. 

Crater Hellion Su Beast 6/6 4 se 
Echo. When Crater Hellion comes into play, it deals 4 
damage to each other creature. US 
Craven Giant SuGiant 41 2@ 
Craven Giant cannot block. SH 
Crimson ManticoreSu Manticore 2/2 20@ 
Flying. @, ©: Crimson Manticore deals 1 damage to 
target attacking or blocking creature. 5E 
Crown of Flames EC 

@: Enchanted creature gets +1/+0 until end of turn. 
@: Return Crown of Flames to owner's hand. TE 


SuCat 2/1 1e 
TE 


Title Type P/T Cost 


Deadshot Sore 32 


Tap target creature. That creature deals damage 
equal to its power to another target creature. TE 


Destructive Urge EC lee 
Whenever enchanted creature successfully deals com- 
bat damage to a player, that player sacrifices a land.US 


Detonate Sorc x@ 
Destroy target artifact with total casting cost equal to 
X. Detonate deals X damage to that artifact’s con- 
troller. Creatures destroyed in this way cannot be 
regenerated this tun. *Detonate, not the artifact, deals 
the damage. Detonate fizzles if the target is removed 
before resolution, and no damage is dealt. 5E 


Disintegrate Sorc x@ 
Disintegrate deals X damage to target creature or 
player. That creature cannot regenerate this turn. If 
the creature is dealt lethal damage this turn, remove 
it from the game. */f lethal damage is dealt to the 
target creature later in the turn, it's removed from 
the game instead of destroyed. Thus, abilities such as 
Soul Net's won't trigger and abilities that replace 
destruction, such as regeneration, can't be used. It 
isn't important whether Disintegrate itself deals lethal 
damage to the creature, just whether it suffers lethal 
damage. *Prohibiting the target creature from regen- 
erating is a function of the spell, not of the damage. 
So it applies even if X is equal to 0; redirecting the 
damage won't change which creature is stopped from 
regenerating; and so on. 5E 
Disorder Sore 12 
Disorder deals 2 damage to each white creature and 
each player who controls a white creature. 


Dizzying Gaze EC 2 
Play Dizzying Gaze only on a creature you control. 
@: Enchanted creature deals 1 damage to target 
creature with flying. 


Dromosaur Su lizard 23 2@ 
Whenever Dromosaur blocks or becomes blocked, it 
gets +2/-2 until end of turn. US 


Duct Crawler Su Insect 1/1 e 
1 @: Target creature cannot block Duct Crawler 4 
tum. 


Dwarven Cotapatt Inst x@ 
Dwarven Catapult deals X damage divided evenly, 
rounded down, among all creatures target opponent 
controls. * Your opponent's creatures aren't counted 
until the spell resolves. If your opponent produces 
more creatures in response to Dwarven Catapult and 
thus has more than X creatures in play when it 
resolves, each of his or her creatures takes 0 damage 
(after rounding down). 5E 


Dwarven Soldier SuDwaf 21 1° 
If Dwarven Soldier blocks or is blocked by any Orcs, 
it gets +0/+2 until end of turn. 5E 


Dwarven Warriors SuDwaves 1/1 2@ 
®: Target creature with power 2 or less is unblockable 
this tum. *Evasion abilities only apply when blockers 

are declared, so making a creature unblockable once it 
has already been blocked accomplishes nothing.  5E 


Earthquake Sore xe 
Earthquake deals X damage to each creature without 
flying and each player. 5E 
Electryte SuBeat 3/3 30@ 
Whenever Electryte successfully deals combat dam- 
age to defending player, Electryte deals damage 
equal to its power to each blocking creature, US 
Enraging Licid Sulicid 11 LO 
@, >: Enraging Licid loses this ability and becomes a 
creature enchantment that reads “Enchanted creature 
is unaffected by summoning sickness” instead of any 
other type of permanent. Move Enraging Licid onto tar- 
get creature. You may pay @ to end this effect. See 
Transmognifying Licid for related rulings. 

Erranti EC 1e 
Enchanted creature gets +3/+0 and cannot attack 
with any other creatures, 5E 


Eternal Warrior EC 
Attacking does not cause enchanted creature to tap.5E 
Falter Inst 12 


Creatures without flying cannot block this tum. US 
Fanning the Flames Sorc x@e@ 
Buyback 3. Fanning the Flames deals X damage to 
target creature or player. SH 
Fault Line Inst X@e@ 
Fault Line deals X damage to each creature without 
flying and each player. US 
Fiery Mantle EC 1@ 
When Fiery Mantle is put into a graveyard from play, 
return Fiery Mantle to owner’s hand, @: Enchanted 
creature gets +1/+0 until end of turn. Ss 
Fighting Chance Inst e 
For each blocking creature, flip a coin. If you win the 
flip, that creature deals no combat damage this tum.EX 
Fire Ants Sulnsects 21 20 
: Fire Ants deals 1 damage to each other creature 
without flying. US 
Fire Drake Su Drake 1/2 180 
Flying. @: Fire Drake gets +1/+0 until end of turn. You 
cannot spend more than @ in this way each tum. 5E 


Title Type P/T Cost 


Sore xe 
Pay ‘1 for each target beyond the first: Fireball deals 
X damage divided evenly, rounded down, among any 
number of target creatures and/or players. * You can't 
target the same thing twice when you play a spell, so 
if you split the Fireball, you must choose different 
targets for it. *Mana spent to allow additional targets 
is a cost but not part of the casting cost. 5E 


EC e 
@: Enchanted creature gets +1/+0 until end of tum.5E 
Su Insect 1/1 3@ 
Flying. @: Firefly gets +1/+0 until end of tum. TE 
Su Wizard = 1/1 le 
e: come deals 1 damage to target creature or 
player and 1 damage to you. TE 
Su Spirit 23 4@ 
@: Flame Spirit gets +1/+0 until end of tum.  5E 
Soc 308020 
Flame Wave deals 4 damage to target player and 
each creature he or she controls, $ 
Inst 22 
Flare deals 1 damage to target creature or player. 
Draw a card at the beginning of the next tum.  5E 


Sore 32 
Destroy all plains, 5E 
Inst le 


Sacrifice a creature: Fling deals damage equal to the sac- 
rificed creature’s power to target creature or player. SH 


EC e 
@: Enchanted creature gets +1/-1 until end of tum.SH 


Sore 3e@ 
Buyback-Pay 3 life, Discard a card at random. 
Destroy target land. 


SuGiant 3/3 2@@ 
@: Flowstone Giant gets +2/-2 until end of tum. TE 


SuBeast 3/3 4@ 
Flowstone Hellion is unaffected by summoning sickness, 
©: Flowstone Hellion gets +1/-1 until end of tum. SH 


SuBeast 4/5 4@@ 
Trample. @: Flowstone Mauler gets +1/-1 until end 
of turn. SH 


Su Salamander3/4 3 @@ 
@: Flowstone Salamander deals 1 damage to target 
creature blocking it. TE 


Beast 2/2 22 
@ ~conre a caigd  l Hoy SH 


SuDrake 3/3 3@@ 
Fig @: Flowstone Wyvern gets +2/-2 until end . 


Su Elementals 3/3 3e 
@: Target creature cannot be regenerated this tum. EX 


Ench leee 
Double all a to any — or player. 
Continuous abilities that apply when damage is 
assigned take effect when damage is redirected, just 
like abilities that trigger on that damage. Because redi- 
rected damage is actually reassigned, Furnace of Rath 
doubles damage that gets redirected. For example, 


while Furnace of Rath is in play: Normally, Bal 
Lightning would assign 6 damage to the den, but 
because the Furnace is in play, it assigns 12 damage. 
Ophidian’s toughness is 3, so 9 of the 12 damage 
“tramples through,” meaning it's redirected to the 
defending player. When that 9 damage is assigned to 
the defending player, it's doubled again because of the 
Furace’s effect, for a total of 18 damage. TE 
Su Spirit 1/1 226 
Furnace Spirit is unaffected b by sum ee sickness. 
@: Furnace Spirit gets +1/+0 until end of tum. SH 
Sore oe 
Search your libra a | for a card, put that card into your 
hand, then discard a card at random. Shuffle your 
library afterward. US 


Sorc eee 
Flip a coin. If you win the flip, target opponent loses 
1 life. Otherwise, you lose 1 life. The winner of the 
flip gains 1 life and may repeat this process. Double 
the stakes each time. 5E 
EC ee 
Enchanted creature gets +2/+2. 5E,TE 


Ench 1 
Sacrifice a creature: Goblin Bombardment deals 1 
damage to target creature or player. 


Su Goblins 2/1 e 
Whenever Goblin Cadets blocks or becomes blocked, 
target opponent gains control of it. US 


Su Goblins 1/1 e 
ia Goblin Digging Team: Destroy target ‘ 
fall. 


Su Goblin 2/2 22 


5E 
Sulord 22 1@@ 

All Goblins get +1/+1 and gain mountainwalk. *See 
Zombie Master for related rulings. 5E 


Su Goblin 1/1 e 
Whenever Goblin Lackey successfully deals damage 


Title Type P/T Cost 


to a player, you may choose a Goblin card in your 


hand and put that Goblin into play. 

Su Goblin 1/1 2e 
When Goblin Matron comes into play, you may search 
your library for a Goblin card. If you do, reveal that 
card, put it into your hand, and shuffle your library 
afterward. US 


Sorc xlee 

Put X Goblin tokens into play. Treat these tokens as 
1/1 red creatures. US 
Su Goblins 2/1 e 
Echo. US 
Su Goblin 2/2 le 
Goblin Raider cannot block. US 
Su Goblins 2/2 2e 
Mountainwalk. US 


Su Goblin 2/2 1e 
Echo. Goblin War Buggy is unaffected by summoning 
sickness, US 
Ench 22 
Each creature you control cannot be blocked by only 
one creature. *Controlling multiple Goblin War Drums 
has no added effect. 
Ench 22 
2 @, Sacrifice two Goblins: Put three Goblin tokens 
into play. Treat these tokens as 1/1 red creatures. 5E 


SuCat 2/2 22 
US 


Protection from blue. 
Ench 22@ 
Instants and abilities requiring an activation cost can- 
not be played during combat. TE 
Ench le 


Whenever target opponent successfully casts a white 
spell, he or she loses 2 life. TE 


Inst 12 

All attacking creatures gain first strike until end of tum. US 
Su Sliver 1/1 le 

All Slivers are unaffected by summoning sickness. TE 


Ench 12 
Whenever any creature blocks, Heat of Battle deals 1 
damage to that creature’s controller. SH 

Inst x@ 
Heat Ray deals X damage to target creature. US 


Su Giant 3/3 3e 
5E 


Su Minotaur 2/3 182 
5E 
EC e 
Enchanted creature cannot be blocked by only one 
creature. 5E 
Inst le 
Incinerate deals 3 damage to target creature or player. 
Creatures damaged by Incinerate cannot regenerate 
this tum. *Any and all creatures that Incinerate suc- 
cessfully damages are prohibited from regenerating 
this turn. If the damage is redirected piecemeal, it's 
possible for one Incinerate to prohibit more than one 


creature from regenerating. 5E 
Inst 5ee 

Inferno deals 6 damage to each creature and player. 5E 
Ench 22@ 


Each creature blocks whenever able. Attacking player 
chooses how each creature blocks, SH 
EC e 
Enchanted creature gets -0/-1 and cannot be 
assigned to block any creature with power greater 
than or equal to enchanted creature's toughness. 5E 
Su Ores 2/2 12e 
lronclaw Orcs cannot be assigned to block any crea- 
ture with power 2 or greater. 5E 
Su Hound 2/1 e 
For each 1 damage dealt to Jackal Pup, it deals 1 
damage to you. TE 
Sorc 3e2 
Jagged Lightning deals 3 damage to target creature 
and 3 damage to another target creature. 
Sorc 4ee 
Destroy all artifacts, creatures, and lands. Creatures 
destroyed in this way cannot be regenerated this tum. 5E 
SuWizad 72 @@ 
@, ©: Keeper of the Flame deals 2 damage to tar- 
get opponent. Use this ability only if that opponent 
has more life than you. EX 
Sulod */* 2@@ 
Keldon Warlord has power and toughness each equal 
to the number of non-Wall creatures you control. 
Once damage is dealt, it remains on the creature 
throughout the turn. So a Warlord might survive 
damage when it’s first dealt, only to die when other 
creatures you control leave play and the Warlord's 
toughness drops as a result. 5E 
Inst 12e 
Kindle deals to target creature or player an amount of 
damage equal to 2 plus the number of Kindle cards 
in all graveyards, TE 


Sorc 32@ 
Destroy target land. Cycling 2. US 


AC - Artifact Creature 
Art - Artifact 


CLE PLAYER S GUIDE 


Title Type P/T Cost 
Inst 32 
Lightning Blast deals 4 damage to target creature or 
player. TE 
Su Dragon 4/4 20@ 
Flying, echo. @: Lightning Dragon gets +1/+0 until 
end of turn. US 
iSu Elemental4/1 3@ 
Lightning Elemental is unaffected by summoning 
sickness. TE 
SuGiant 4/3 202 
TE 
SuWizad 2/2 2¢@ 
&, Discard a card at random: Mage il-Vec deals 1 
damage to target creature or player. EX 


Su Elemental 0/0 3@@ 

Magmasaur comes into play with five +1/+1 counters 
on it. During your upkeep, remove a +1/+1 counter 
from Magmasaur, or sacrifice Magmasaur and it 
deals 1 damage for each +1/+1 counter on it to each 
creature without flying and each player. TE 

Sorc 
You and target opponent each flip a coin. Mana Clash 
deals 1 damage to each player whose coin comes up 
tails. Repeat this process until both players’ coins 
come up heads at the same time. *Mana Clash has a 
single target, namely an opponent. It doesn’t target 
you, even though it affects you. 5E 

Ench 22@ 
Whenever any player taps a land for mana, it produces 
one additional mana of the same type. *7he “same 
type” of mana is the type of mana the land was 
tapped to produce. If the land has more than one 
mana-producing ability, then only the one that was 
used is relevant. If that ability produces more than one 
type of mana, its controller chooses which type of 
mana is produced by Mana Flare; if there's more than 
one Mana Flare or similar ability in play, that player 
make this decision separately for each one, as each of 
them triggers independently. 5E 

Ench 3@ 
Whenever any player taps a land for mana, Manabarbs 
deals 1 damage to him or her. See Adarkar Wastes for 
related rulings. «Because each land is tapped for mana 
individually, you will often need to play damage-preven- 
tion abilities once for each land that is tapped. Any new 
damage generated during a damage-prevention step is 
folded into that step rather than creating a step of its 
own, so if you tap a number of lands for mana during 
damage prevention, you'll be handling all of that dam- 
age at once. In such a case, you could prevent all the 
damage with a single use of a Circle of Protection, for 
example, All damage is from the same source, so 
effects such as Reverse Damage’s will scoop up all the 
damage Manabarbs has dealt to you this turn. 5E 


EC le 
Enchanted creature gets +2/+2 and cannot block. EX 


Sorc xe 
Destray each artifact with total casting cost X or less. US 
Sorc le 


Mob Justice deals 1 damage to target player for each 
creature you control, SH 
Su Goblin 2/1 2@ 
: Flip a coin. If you win the flip, destroy target 
creature an opponent controls. Otherwise, destroy 
target creature of that opponent § choice. EX 
Su Goblins 3/4 3@ 
If any other creature comes into play, sacrifice Mogg 
Bombers and it deals 3 damage to target player. SH 
Su Goblins 2/2 e 
Mogg Conscripts cannot attack unless you have suc- 
cessfully cast a creature spell this turn. E 
Su Goblin 1/1 e 
Sacrifice Mogg Fanatic: Mogg Fanatic deals 1 dam- 
age to target creature or player. TE 
Su Goblins 3/3 12 
Mogg Flunkies cannot attack or block during a turn in 
which no other creature you control attacks or blocks.SH 
Sore 3e2e 
Destroy all creatures target player controls. For each 
Creature put into any graveyard in this way, put two 
Goblin tokens into play under that player's control. 
Treat these tokens as 1/1 red creatures. H 
Su Goblin 1/1 12@ 
Whenever Mogg Maniac is dealt damage, it deals an 
equal amount of damage to target opponent. SH 
Su Goblin 1/1 ‘ 
Sacrifice a Goblin: Target creature gets +1/+1 until 
end of turn. TE 
Su Goblins 3/3 12@ 
Mogg Squad gets -1/-1 for each other creature in play. TE 
Su Goblins 1/1 4 
5 


Su Hound 4/4 3@ 
Monstrous Hound cannot attack unless you control 
more lands than defending player. Monstrous Hound 
cannot block unless you control more lands than 
attacking player. 
SuGoat 1/1 e 
Mountainwalk. 5E 


Sor - Sorcery 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
Ench 3e@ 
Whenever any creature blocks or is blocked by a 
creature with lesser power, destroy the creature with 
the lesser power. T 


Ench le 
During each player $ upkeep, if that player has less 
life than target opponent, he or she may have Oath of 
Mages deal 1 damage to that opponent. X 
SuOgre 3/3 3@@ 
2, Discard a card at random: Ogre Shaman deals 2 
damage to target creature or player. EX 


Su Goblin 4/4 le 
Okk cannot attack unless a creature with greater 
power also attacks. Okk cannot block unless a crea- 
ture with greater power also blocks. US 


Ench e 
Whenever you successfully cast a creature spell, tap 
target creature. EX 


Su Soldier 2/2 22 
: Opportunist deals 1 damage to target creature 
that was damaged this turn, TE 
Su0rcs 13 18020 
>: Orcish Artillery deals 2 damage to target creature 
or player and 3 damage to you. */f all targeted portions 
of an effect fizzle, the nontargeted portions don't do 
anything either. So if the part of the effect that deals 2 
damage fizzles, you don't take the 3 damage. 5E 


SuOre 1/1 a 
1: Flip a coin. If you win the flip, target Orc gets 
+2/+0 until end of turn. Otherwise, that Orc gets - 
0/-2 until end of turn. 5E 

Su Orcs 2/2 e 
Orcish Conscripts cannot attack unless at least two 
other creatures do. Orcish Conscripts cannot be 
assigned to block any creature unless at least two 
other creatures do. 


Sulrc 2/2 1 @e@ 
: Target land is a swamp until its controller's next 
untap phase, 5E 


Ench 32 
Attacking creatures you control get +1/+0. 5E 


Su0rs 23 4¢@ 
0: Gain control of target land defending player con- 
trols as long as you control Orcish Squatters. Orcish 
Squatters deals no combat damage this turn. Use this 
ability only if Orcish Squatters is attacking and 
unblocked and only once each turn. 5E 

Surgg 6/46 3028 
Trample. Orgg cannot attack if defending player con- 
trols an untapped creature with power 3 or greater. 
Orgg cannot be assigned to block any creature with 
power 3 or greater. */f you attempt to declare Orgg 
as an attacker, it only ignores tapped creatures the 
defending player controls. Untapped creatures that 
couldn't be assigned to block Orgg (shadow crea- 
tures, for instance) still prevent it from attacking. 5E 

Inst x@ 

X target blocked creatures deal combat damage to defend- 
ing player instead of to blocking creatures this tum. US 

Su Beast */3 22@ 
Pallimud has power equal to the number of tapped 
lands target opponent controls. TE 


Ench 32 
Whenever any creature comes into play, that creature $ 
controller may choose to have it deal damage equal to 
its power to target creature or player. X 


inst e 
Play Panic only during combat before blockers are 
declared. Target creature cannot block this turn. Draw 
a card at the beginning of the next turn, 5E 

EC 12 
During the upkeep of enchanted creature § controller, 
reveal the top card of that player's library to all play- 
ers. If that card is a land card, destroy enchanted 
creature. Otherwise, enchanted creature gets +3/+3 
until end of turn. (Return the card to the top of the 
player's library, face down.) EX 


Ins' 12 
Price of Progress deals 2 damage to each player for 
each nonbasic land he or she controls. EX 


Su Ooze 1/1 e 
Primordial Ooze attacks each turn if able. During your 
upkeep, put a +1/+1 counter on Primordial Ooze, 
Then pay X, where X is equal to the number of 
these counters on Primordial Ooze, or tap Primordial 
Ooze and it deals X damage to you. 5E 
Interrupt e 
Counter target spell if itis blue, or destroy target perma- 
nent if it is blue. (IF this spell targets a permanent, play it 
as an instant) *See Hydroblast for related rulings.  5E 
Sore 42@ 
Pyrotechnics deals 4 damage divided any way you 
choose among any number of target creatures and/or 
players. * You must distribute all 4 damage, but you 
can't assign 0 damage to a target. So this spell has 
an effective maximum of four targets, even though 
this isn’t explicit in the text. 5E 
Su Goblin 1/1 e 
Raging Goblin is unaffected by summoning sickness. EX 


Sor - Sorcery 
SC - Summon Creature 


Type P/T Cost 


Rain of Salt Sorc 42@e 
Destroy two target lands. US 
Rathi Dragon SuDragon 5/5 2ee 
Flying. When Rathi Dra _ comes into play, sacrifice 
two mountains or sacrifice Rathi Dragon. TE 
Ravenous Baboons SuApes 2/2 3@ 
When Ravenous Baboons comes into play, destroy 
target nonbasic land. EX 
Raze Sore e 
At the time you play Raze, BE a land. Destroy 
target land. US 
Reckless Ogre SuOgre 3/2 3 ° 
If Reckless Ogre attacks and no other creatures * 
gets +3/+0 until end of turn. 
Reflexes EC . 
Enchanted creature gains first strike, US 
le Warlord Su Soldier 3/3 4@ 
Rlonened If Renegade Warlord attacks, each other 
attacking creature gets +1/+0 until end of tum. TE 
Retromancer  SuViashino 3/3 2e@@ 
Whenever Retromancer is the target of a spell or 
ability, Retromancer deals 3 damage to that spell or 
ability’s controller. US 
Haig Thunder Sore xee 
Rolling Thunder deals X damage divided any way you 
chose among any number of target creatures and/or 
players. TE 
Ruination Sore 3e 
Destroy all nonbasic lands. SH 
Rumbling Crescendo Ench 3ee 
During your upkeep, you may put a verse counter on 
Rumbling Crescendo. @, Sacrifice Rumbling 
Crescendo: Destroy up to X target lands, where X is the 
number of verse counters on Rumbling Crescendo. US 
Sabertooth Wyvern Su Drake 3/2 42 
Flying, first strike, EX 
Sabretooth Tiger 
First strike. 
Sandstone WarriorSu Soldier 13 2@@ 
First strike. @: Sandstone Warrior gets +1/+0 until 
end of turn. TE 
Scald Ench le 
Whenever a player taps an island for mana, Scald 
deals 1 damage to that player. 
Scalding SalamanderSu Salamander2/1 2@ 
©: Scalding Salamander deals 1 damage to each 
creature without fying defending player controls. Play 
this ability only if Scalding Salamander is attacking 
and only once each turn. EX 
Scorched Earth Sore xe 
Chose and discard X land cards: Destroy X target 
lands. TE 


Su Tiger 2/1 22 
5E 


Scoria Wurm SuWum 77 4@ 
During your upkeep, flip a coin. If you lose the flip, 

return Scoria Wurm to owner's hand. US 
Scrap Inst 22 
Destroy target artifact. Cycling 2. US 
Searing Touch Inst 2 


Buyback a, Searing Touch deals 1 damage to target 
creature or player. TE 


Sesthing Anger Sore 


e 
Buyback 3 Tae creature gets +3/+0 until end of 
turn, SH 
Seismic Assault Ench eee 


Choose and discard a land card: Seismic Assault 
deals 2 damage to target creature or player. EX 
Shadowstorm Sorc e 
Shadowstorm deals 2 damage to il creature with 
shadow. TE 
Shard Phoenix  SuPhoenx 22 4@ 
Flying. @@@: Put Shard Phoenix into your hand. 
Use this ability only if Shard Phoenix is in your grave- 
yard and only during your upkeep. Sacrifice Shard 
Phoenix: Shard Phoenix deals 2 damage to each 
creature without flying. 


Shatter Inst le 
Destroy target artifact. 5E,TE 
Shattering Pulse Inst le 
Buyback 3. Destroy target artifact. EX 
Shatterstorm Sore 2ee 


Destroy all artifacts. Creatures destroyed in this way 
cannot be regenerated this turn. itd 
Shiv's Embrace EC 2ee 
Enchanted creature gets +2/+2 and gains flying. @: 
Enchanted creature gets +1/+0 until end of tun. US 
Shivan Dragon  SuDragon 5/5 400 
Flying. @: Shivan Dragon gets +1/+0 until end of tum. 5E 
Shivan Hellkite  SuDragn 5/5 See 
Flying. 1 @: Shivan Hellkite deals 1 damage to tar- 
get creature or player. US 
Shivan Raptor Suliard 31 2@ 
First strike, echo. Shivan Raptor is unaffected by 
summoning sickness, US 


Shock Inst e 
Shock deals 2 damage to target creature or player. SH 
Shocker Sulnsect 11 2e@ 
If Shocker damages any player, that player discards 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


his or her hand, then draws a new hand of as many 


cards as he or she had before. 


Shower of Sparks Inst e 
Shower of Sparks deals 1 damage to target creature 
and 1 damage to target player. US 


Smoke Ench ee 
Players cannot untap more than one creature during 
their untap phases. «See Winter Orb for related rulings. 
When you choose a creature, you're choosing from 
among those creatures that would have untapped oth- 
emise. For example, you can't decline to untap Cofin 
Queen, and then choose the Queen as the one creature 
for Smoke. If none of your creatures would have 
untapped otherwise, then none of them untap. 5E 


Sneak Attack Ench 32 
@: Choose a creature card from your hand and put 
that creature into play. The creature is unaffected by 
summoning sickness, At end of turn, sacrifice the 
creature. 
Sonic Burst Inst le 
Discard a card at random: Sonic Burst deals 4 dam- 
age to target creature or player. EX 
Spolisheck Ench 

enever any player successfully casts a spell, 
Spellshock deals 2 damage to him or her. 
Spitting Hydra = SuHyda 00 3@@ 
Spitting Hydra comes into play with four +1/+1 coun- 
ters on it. 1. @, Remove a +1/+1 counter from 
Spitting Hydra: Spitting Hydra deals 1 damage to tar- 
get creature. SH 
Starke of Rath  Sulegend 22 10@@ 
: Destroy target artifact or creature. That perma- 
nent’s controller gains control of Starke of Rath per- 
manently. e.. 
Steam Blast Sore 
Steam Blast deals 2 damage to each creature a 
player. US 
Stone Giant SuGiant 3/4 2e@ 
: Target creature you control with toughness less 
than Stone Giant's power gains flying until end of 
turn. At end of turn, destroy that creature. *Stone 
Giant can target itself with its ability if you can adjust 
its power and toughness properly. 5E 


Stone Rain Sore 22 
Destroy target land. 5E,TE 
Stone Spirit SuSpirt 43 4@ 


Stone Sit cannot be blocked by creatures with flying.5E 


Stun Inst le 
Target creature cannot block this turn. Draw a card. 
See “Cantrip” in the Rules Summary section. TE 


Sudden Impact Inst 32 
Sudden peng deals 1 damage to target player for 
each card in his or her hand. TE 


Sulfuric Vapors Ench 32 
Whenever a red spell deals damage, it instead deals 
that amount of damage plus 1. US 


Tahngarth’s Rage EC 
If enchanted omar is attacking, it gets +3/+0. 
Otherwise, it gets -2/-1. TE 


Thundering Giant SuGiant 4/3 3e@ 
Thundering Giant is unaffected by summoning sickness. US 


Tooth and Claw Ench 3@ 
Sacrifice two creatures: Put a Carnivore token into 
play. Treat this token as a 3/1 red creature. TE 


Torch Song Ench 2e 
During your upkeep, you may put a verse counter on 
Torch Song. 2 @, Sacrifice Torch Song: Torch Song 
deals X damage to target creature or player, where X 
is the number of verse counters on Torch Song. US 
Viashino Outrider Su Viashino 4/3 2@ 
Echo. US 
Viashino Runner SuViashinn 3/2 3@ 
Viashino Runner cannot be blocked by only one creature, US 
Viashino SandswimmerSu Viashino3/2 2@@ 
@: Flip a coin. If you win the flip, return Viashino 
Sandswimmer to owner’s hand, Otherwise, sacrifice 
Viashino Sandswimmer. U 
Viashino Wea; ithSu Viashinn2/2 3 @ 
Whenever a creature blocks it, Viashino Weaponsmith 
gets +2/+2 until end of turn. US 


Vug Lizard Su Lizard 3/4 1e@e@ 
ad mountainwalk. US 
Wall of Diffusion SuWal 05 ve 


Wall of Diffusion can block creatures with shadow. TE 


Wall of Fire SuWal 0/5 lee 
@: Wall of Fire gets +1/+0 until end of tum.  5E 


Wall of Razors SuWal 4 4 A 


First strike, 
Wall of Stone Su Wall 0/8 see 
Wild Wurm SuWum 5/4 3@ 


When Wild Wurm comes into play, flip a coin. If you 
lose the flip, return Wild Wurm to owner’s hand. TE 
Wildfire Sore 42@e@ 
Each player sacrifices four lands, then Wildfire deals 
4 damage to each creature. US 


ST - Stronghold 
EX - Exodus 


Winds of Change 


Sorc 

Each player shuffles Rs or her hand into his or her 
library, then draws a new hand of as many cards as he 
or she had before. *Fach player draws the same num- 

ber of cards as he or she shuffled into his or her own 
library. This is typically the number of cards that player 
held when resolution began, but not necessarily. — 5E 
Word of Blastin Inst le 
Destroy target Wall. That wall cannot regenerate this 
turn, Word of Blasting deals to that Wall's controller 
an amount of damage equal to the Wall's total cast- 
ing cost. 5E 


h jyleS Su Gargoyles 3/4 2 ax 
a poten from red. 5E 


aC Ench 1* 

al cee gain protection from black. US 
Ench 1* 

Ai oan gain protection from red. US 


\dvance Scout Su Soldier 1/1 1* 
First strike. #: Target creature gains first strike until 
end of turn. TE 


Akro ) Su Legionnaire 8/4 6 #*# 
Except for Legionnaires and artifact creatures, crea- 
tures you — cannot attack. 5E 


Inst Kae 
ae player gains X life, or prevent X damage to any 
creature or player. 5E 


Mirror Universe? 
Timmy, Power Gamer and Wott 
R&Der Joe Grace—twisting the laws of 
time and space, or just a coincidence? 


One in the same! Joe was indeed the 
model for Timmy. It's easy to tell, 
because there’s always a Shivan 

Dragon or two hanging around Joe's 


desk begging for scraps. 
Inst 1* 
Bs 3. Destroy target —— Ri 


Tlaet creature gets +3/43 at oh flying uth oe 
of turn. EX 
Angelic C Ench 3** 
Whenever a creature comes into play under your con- 
trol, gain life equal to that creature's toughness. US 
Su Spirit 1/1 b* 

Fivng. 9: Target attacking or blocking creature gets 
pla! until ond of turn. US 
ctor SuAngel 2/2 3% 

Fling, If Angelic Protector is thet target of a spell or 
par it = +0/+3 until end of turn. TE 
Su Mob2+*/2+* 2 aa 

lark During your turn, Angry Mob has power and 
toughness each equal to 2 plus the number of swamps 

all opponents control. During other turns, Angry Mob 
has power and toughness each equal to 2. 5E 
Animate W EC * 

Play only on a Wall. Enchanted creature can attack 

as though it were not a Wall. 

* 
Buyback 3. Prevent up to 3 eons to any creature.TE 


Are Aura Ench 2% 
x, Sacrifice a an avi Destroy target 
enchantment. 3 @ @: Counter target enchantment 
968 i this “ti as an interrupt. 


( Sore 3% 
Destroy all ae 5E 


f Faith EC * 
Enchanted Creature gets +1/+1. #: Enchanted crea- 
ture gets +0/+1 until end of turn. 5E 

Su Sliver 2/2 2% 
Fach Ser gains “2: This creature gets +0/+1 until 
end of sr TE 


c Pegasus Su Pegasus 1/2 ‘d% 
Fig TE 
SuAtog 1/2 1* 
Sacrifice an enchantment: Fiske gets +2/+2 until 
oa a turn. TE 


Su Angel 3/3 33% 
Flying. i poe “Angi is put into any graveyard 
from play you may put Avenging Angel on top of 

a wail TE 
ul SSu Bureaucrats 1/1 1* 
rs ep target qo with power 2 or less. 5E 
Inst * 

Prevent T damage to any creature or player. Draw a 
cards SH 
1H SuHero 1/1 * 
Banting. 5E 
Inst 1* 

Gain 1 “ie a a card at the beginning of the next 
tum. 5E 
Su Blinking Spirit 2/2 3% 
0: Retin Blinking Spirit to owner’s hand. 5E 
EC * 

Enchanted creature cannot attack this turn unless its 
controller pays an additional 3. 5E 


iant EC 1* 
Enchanted creature gets +1/+2. When Brilliant Halo 
is put into a graveyard from play, return Brilliant Halo 
tot owner's hand. U 


Sulicid 2/2 2% 
*, “3: ‘Caiming Liid loses this ability and becomes 
a creature enchantment that reads “Enchanted crea- 
ture cannot attack” instead of a creature. Move 
Calming Licid onto target creature. You may pay 
to end this effect. *See Transmognifying Licid for 
related - $ 
E 2H 
Play ny on a no] you control, 3%, Tap enchanted 
land: Put a Caribou token into play. Treat this token 
as a 0/1 white creature, Sacrifice a Caribou token: 
- y life. 
Ench 3% 
Each untapped creature you control gets +0/+2 
unless it is sen, 5E 
Sorc 2*# 
Each apr ia from the permanents he or she 
controls an artifact, a creature, an enchantment, and 
a land and sacrifices the rest. E 
Sorc 4% 
Destroy all ‘ends or all creatures. —_ destroyed 
this way cannot regenerate this turn. 7 


Inst 
Bytck 3. Tae igi cannot attack this tum, sh 
Su Knight 2/2 2% 


if Charing Paladin attacks, “it gets +0/+3 until end 

of turn. EX 
Inst 1* 

Daley target enchantment. Cycling 2. US 


Su Cleric 1/1 1* 
e: ‘Prevent 1 damage to any creature or player. TE 
cagie SuBird 2/2 om 
Flying, When ‘Cloudchaser Eagle comes into play, 
destroy 3 enchantment. TE 


Inst 3% 

Target ne was 2 life for each creature in play.US 
Ench 1 

Whenever you cae cast a spell, gain 1 life. SH 

Ench 1* 

bung your upkeep, if you have 10 or less life, gain 1 

EX 


EC 1* 
Enchanted creature gets +1/+3. #*: Return 
Conviction to owner's hand. 


Ench 1* 
2: Prevent all damage to you from an artifact source. 
(Treat further damage from that source normally.) 
Spells and abilities that prevent or redirect damage can 
be played only if appropnate damage is being dealt, 
therefore only during damage prevention, «If new dam- 
age is assigned during a damage-prevention peyst its 
folded into the existing damage-prevention step rather 
than starting a step of its own. ppg 
damage more than once during damage prevention 
(typically from a triggered abily such as — 
one use oe Circe will prevent all of it. 
Ench 1 
D: eee al damage to you from a black source. 


Title Type P/T Cost 


(Treat further damage from that source a, ) 
“See CoP wiles for related rulings. 5E,TE 
Ench 1* 
y: Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) 
“See CoP Artifacts for related rulings. 5E,TE 
¢ Ench 1* 
®: : Proven al damage to you from a green source. 
(Treat further damage from that source normally.) 
Far! CoP Artifacts for related rulings. IE,TE 
ef Ench 1* 
1: - rewoet all damage to you from a red source, 
(Treat further damage from that source normally.) 
“See CoP Artifacts for related rulings. 
Ench 1* 
1: Prevent all damage to you from a creature with 
shadow. (Treat further damage from that source nor- 
_ ) *See CoP Artifacts for related rulings. TE 
Ench 1* 
2: : Prevent al damage to you from a white source. 
( Treat further damage from that source normally.) 


+See CoP Artifacts for related rulings. 5E,TE 
Lrusade Ench ** 
All white creatures get +1/+1. 5E 


i Su Archer 1/2 2% 
o: DiAvenant Archer deals 1 damage to target 
a or — creature. 


Su Speakers 1/1 * 


Ptecn fom black, 5E 
Inst * 
Regenerate target creature. 5E 
Ench * 


Instead of the dosbone player, you choose how crea- 
tures rr you deal combat damage. 

2 SuCleric §= 1/2 1* 

Pectin Poy black Cycling 2. US 

Su Cleric 1/2 1* 


Protection from ra Cycling 2. US 
Inst 1* 
Destroy target artifact or enchantment. —5E,TE,US 
Inst 1* 


es target artifact. Gain an amount of life equal 
to that artifact’s total casting cost. *Nontargeted 
parts of an effect only care whether the targeted 
parts fizzle, not whether they actually accomplish 
anything. So you gain the life even if the target arti- 
fact is a creature and regenerates, for example. 5E 
Di EC 2% 
Ea creature om +3/43. 5E 
si Sore 1** 
move two target artifacts from the game. 5E 
ne Su Soldiers 3/3 5 * 
@: ite pre deals 3 damage to target attacking 
or blocking creature. US 
Flite Javeli 


Su Soldier 2/2 2% 
if Elite ames blacks, it deals 1 damage to target 
— creature, TE 


X Su Dragon 5/5 4% 
Frying Each tum, Exalted Dragon cannot attack 
unless you sacrifice a land. 
Eye Inst ** 
Play only when a creature, spell, or effect assigns 
damage to you. Eye for an Eye deals an equal amount 
of damage to that source’s controller. *Eye for an Eye 
is played at the beginning of damage prevention. The 
resulting damage is therefore included in the same 
damage-prevention step that includes the original 
damage that allowed this = to be played. * This 
isn’t a targeted spell. Eye for an Eye deals damage 
based on the amount of damage the creature, spell, or 
effect assigned to you. Note that preventing the dam- 
age with automatic effects such as protection doesn't 
reduce the damage dealt by Eye for an Eye. 5E 
n Healet Su Cleric 1/1 1* 
Sacrifice an enchantment: Gain life equal to the sac- 
rificed enchantment's total casting cost. 
Fiel souls Ench 2** 
Whenever a nontoken creature is put into your grave- 
yard from play, put an Essence token into play. Treat 
this token as a 1/1 white creature with flying. TE 
Flickerina Wart EC % 
When you play Flickering Ward, choose a color. 
Enchanted creature gains protection from the chosen 
color. #: Return Flickering Ward to owner's hand. TE 
Gallantry Inst 1* 
Target blocking creature gets +4/+4 until end of 
turn. Draw a card, 


Gerrard's Battle Gry — Ench * 
2%: All creatures you control get +1/+1 until end 
of ‘um. TE 


Ench 1 ** 
al creatures m ata get +1/+1. US 
, Ench 1* 


1 *: faa all damage to you from a black or red 
source. (Treat further damage from that source nor- 
ay ) See CoP Artifacts for _ rulings. - 


Ene 
Artifacts cant be the target of on or ables, ie 


ACLE PLAYER’S GUIDE 


Title Type P/T Cost 


Hea Inst 


* 
Piet 1 damage to any creature or player. Draw a 
- bs ive on of the next turn. 5E 


/e Inst 
Caves @ one - Target player gains 3 life; or prevent 
up to 3 damage to a creature or player. *Healing 
Salve is a modal spell, with each mode being legal at 
different times. Outside of damage prevention, 
Healing Salve is legal to play only to have a player 
gain life. During damage prevention, it's legal to play 
mie to aes damage. 5E,US 


a Su Angel 3/4 23% 
Flying, nf hitacking does not cause Herald of 
Serra t to - 


EC 1* 
Enchanted en gets +1/+5. TE 
dden Retreat Ench 2% 


Choose a card in your hand and putt on top of your 
library: Prevent all damage from an instant or sorcery.SH 
h Ground Ench + 

Each creature you control may block one additional 
creature. EX 
Hipparior Su Hipparion 1/3 1* 
Hipparion cannot be assigned to block any creature with 
power 3 or heed unless you pay an additional 1. 5E 
Holy § yih EC * 
Enctnted ane gets +1/+2. 5E 
Su Soldier 1/1 * 
* Honor Guard gets +0/+1 until end of turn. SH 
Inst 1* 

foot creature loses all abilities and is a 0/1 crea- 
a until end of turn. US 
umili Ench 2% 
Each creature loses all abilities and is a 1/1 ote 


Su Soldiers 2/4 4% 
5E 
Cat bul Su Soldier = 1/1 * 
®, ‘e: Toa creature gains first strike until end of 
tum, 5E 
icatian mn Sore 5* 
Put four n tokens into play. Treat these tokens 
as 1/1 white creatures. 5E 
1 Hero Su Soldier 1/1 2% 
>: Destroy target creature with power 4 or ~~ . 


ivullt lity Inst 1* 
Buyback 3. Prevent all damage to you from one 
source. (Treat further damage from that source nor- 
mally.) TE 


Sanctuary Ench 1* 
Skip drawing a card: Until the beginning of your next 
turn, only creatures with flying or islandwalk can attack 
you. Use this ability only during your draw phase and 
only once each turn. */f you draw more than one card 
during the draw phase, you can delay using the 
Sanctuary as long as you want, to draw as many cards 
as possible before having to decide whether to play its 
ability. Once you've skipped a draw to pay for this 
ability, the effect will last for the stated duration, even if 
the bgr-asie is dione later. 5E 
jans Su Guardians 3/3 4% 
Protection from red. As long as any opponent controls 
ay ied —_ in play, all Guardians get +1/+1.  5E 
C Ench 2 
utes your upkeep, pay *3* or sacrifice Justice, 
Whenever any red creature or spell assigns damage, 
Justice deals an equal amount of damage to that crea- 
ture’s or spell’s controller. * This ability triggers when 
damage is assigned, not when it's successfully dealt. 
Preventing some or all of the damage that's assigned 
doesn't affect the damage dealt by Justice. The dam- 
age dealt by Justice is handled during the same dam- 
age prevention step as the damage that triggered it 5E 


Ench 2** 
During each player's upkeep, Karma deals to that 
player an amount of damage equal to the number of 
owes he or controls, 5E 


H git Su Wizard V2 #*# 
: Gain 3 ite *_ this ability only if you have 
es ie a target opponent. EX 
Ench 3% 
ities, ‘creatures, and lands target player controls 
come into play tapped. *Kismet affects all artifacts, 
creatures, and lands that its target puts into play, 
regardless of how they are put into play. They will 
enter play tapped even if an effect another player con- 
trols puts them into play. For example, this will apply 
to a land played via Untamed Wilds, or a creature put 
into play via Animate Dead. * These permanents simply 
enter play tapped; they don't enter play untapped and 
then become tapped. Thus, abilities that trigger when 
something becomes tapped aren't triggered. * When 
something phases in, all abilities that modify how it 
comes into play are ignored, along with those that trig- 
ger because it comes into play. Thus, Kismet doesn't 
cause poe . Load in tapped. 5E 
Kje y WSu Soldiers 2/5 3 aa 
¢: Redirect from you to Kjeldoran Royal Guard all 
combat damage dealt by unblocked creatures this 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 


turn. * This ability redirects only combat damage dealt 


by unblocked attacking creatures. It won't, for exam- 
ple, redirect damage dealt by abilities that happen to 
be used during combat. *Kjeldoran Royal Guard redi- 
rects all such damage that's being dealt to you or 
that's dealt to you later in the turn. Damage that was 
already dealt to you isn’t redirected. Remember that 
damage can be redirected to something only if it's a 


play vee the redirection effect resolves. 5 
aplainSu Soldier 2/2 4% 
Bag, ti, first strike, 5E 


Su Knight 2/2 13% 

Fist strike, ee: Knight of Dawn gains protection 
from the color of your choice until end of turn, TE 
Inst 2* 

Redirect to target creature all damage dealt to any 
one creature you control from any one source. EX 
sers en-Kor SuSoldiers 3/3 3% 
omer 0: Redirect 1 damage from Lancers en-Kor 
toa creature ae control, SH 


Ench 3% 
Black dod, cannot attack or block. TE 
Limited Resou Ench * 


When Limited Resources comes into play, each player 
chooses five lands he or she controls and sacrifices 
the rest. As long as there are ten or more lands in 
play, — cannot play lands, 
M é Su Giant 3/3 3% 
Creatures with power 3 or greater do not untap dur- 
ing their ale untap phases. TE 
Master D Su Soldier 1/2 1% 
S rr _ tet creature. TE 
S Su Falcon = 1/1 1* 
Fying i *: Mesa Falcon gets +0/+1 until end of 
turn, 5E 
Mesa Pegasus Su Pegasus 1/1 1* 
Banda, fying, 5E 
{ Su Cleric 2/2 2% 
When Monk ideals comes into play, retum target 
enchantment card from your graveyard to your hand.US 
Monk Realist SuCleric 1/1 1* 


When Monk Realist comes into play, destroy target 
eerie US 


iV S Su Soldiers 2/3 3% 
ih nted lion. can nies creatures with flying. ¥: 
Mounted Archers can block an additional creature this 
tum. Sal blocking assignments must still be legal) TE 
Nor en-Kor Su Soldiers = 1/1 * 
0: Redirect 1 damage from Nomads enor to a 
creature you control. Ss! 


Gi ‘ Ench 1* 
During each D ver’ upkeep, if that player controls 
fewer lands than target opponent, the player may 
search his or her library for a basic land card and put 
that land into play. The player shuffles his or her 
library afterwards. EX 


Op I Ench 2% 
Whence one d your opponents successfully casts a 
creature spell, if Opal Acrolith is an enchantment, Opal 
Acrolith becomes a 2/4 creature that counts as a 
Guardian. 0: _ Acrolith becomes an enchantmentUS 

Opal Archangel Ench 4% 
When one of your opponents successfully casts a 
creature spell, if Opal Archangel is an enchantment, 
Opal Archangel becomes a 5/5 creature with flying 
that counts as an Angel. Attacking does not cause 
a Archangel to tap. US 

pal Caryatid Ench * 
When one of your opponents successfully casts a 
creature spell, if Opal Caryatid is an enchantment, 
Opal Caryatid becomes a 2/2 creature that counts as 

a Soldier. US 


Opal Gargt Ench 1* 
When one of your hate, successfully casts a 
creature spell, if Opal Gargoyle is an enchantment, 
Opal Gargoyle becomes a 2/2 creature with flying 
that counts as a Gargoyle. US 
Jpal Tit Ench 2% 
When one a your opponents successfully casts a crea- 
ture spell, if Opal Titan is an enchantment, Opal Titan 
becomes a 4/4 creature with protection from each of 
that spell’s colors and that counts as a Giant. US 
Oracle en-Vec Su Wizard = 1/1 1* 
9: Target opponent chooses any number of crea- 
tures he or she controls. During that player's next 
turn, those creatures attack if able, and no other 
creatures can attack. At the end of that turn, destroy 
each of those creatures that did not attack. Use this 
mos - during your turn. TE 


‘Su Paladin 2/2 1 aa 

3, Pay 1 life: Counter target black spell. Play this 
ability as an interrupt 5E 
rder of the Wi elcSu Knights 2/1 ea 

Protection from black. #: Order of the White Shield 

gets first strike until end of turn, #2: Order of the 
White Shield gets +1/+0 until end of turn. 5E 
é ‘Su Legend 1/3 1 a 

Orim, Samite Healer counts as a Cleric. : Prevent 
up to 3 damage to any creature or player. TE 


Sor - Sorcery 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 


Orim’s P Ench 1 *% 
If any marie attack you, gain 1 life for each 
pi creature, 
act EC 1% 
Enohated creature cannot attack or block. + TE,US 
Su Knight 2/2 1% 
Fit str, protection from black, protection from red.EX 
EC 2% 
Redirect to enchanted creature all damage dealt to 
you. US 
; Sore 3% 
ti target creature, That creature's owner ar 


Ench 1* 
*, Choose and discard a card: Gain 3 life EX 
Su Unicorn 2/2 2% 


5E 

rger Su Pegasus 2/1 2% 

Fig is ate, US 
Ench 3% 


2, those eal discard a card: Put a Pegasus token 
into play. Treat this token as a 1/1 white creature with 
~ See “Token” in the Rules Summary section. TE 


Sorc 1* 
Buyback: Sacrifice a land, Put a Pegasus token into - 
Treat this token as a 1/1 white creature with flying. 


Ench 2 : 
Choose a card from your hand and put that card on 
top of your library: Prevent all damage from a black 
or red source. EX 


ersonal | i Su Avatar 6/6 3 aaa 
Personal phicor'os 's owner may redirect any 
amount of damage from it to himself or herself. If 
Personal Incarnation is put into any graveyard from 
play, its owner loses half his or her life, rounded up. 
+The destruction of a Personal Incarnation causes 
loss of life, which may not be prevented, redirected, 
and so on. A negative life total is considered to be 0 
for all purposes except that of raising or lowering it, 
so if your life total is negative, it doesn't change. 

* This loss of life is a triggered ability that follows the 
normal rules. For example, it will interact normally 
with Creature Bond, so you can choose whether or 
not to take the Creature Bond damage before losing 
life. If two Personal Incarnations owned and con- 
trolled by the same player die at the same time, the 
abilities are played one at a time, so the player won't 
nacessanily drop to 0 life. BE 


F Su Pikemen 1/1 1* 
Bandi frst strike, 5E 


Sorc 1* 


Put all basic Waite from all graveyards into play under 
their owners’ contr, tapped. US 


ay Ench 3% 
Whe ver a ches plays an enchantment spell, 
counter it 


EC 1* 
When val play Prismatic Ward, choose a color, All 
damage dealt to enchanted creature by sources of 
the chosen color is reduced to 0. * You may only 
choose one of the five Magic colors: white, blue, 
black, * or green. “Colorless” does not count as a 
color word. 5E 
rurs i Ench 3% 
Skip cath a mn Put a study counter on Pursuit 
of Knowledge. Remove three study counters from 
Pursuit of Knowledge, Sacrifice Pursuit of Knowledge: 
Draw seven cards. SH 


Q Lit Su Licid = 1/1 1* 
1 *, °: {uickening Licid loses this ability and 
becomes a creature enchantment that reads 
“Enchanted creature gains first strike” instead of any 
other type of permanent. Move Quickening Licid onto 
target creature. You may pay # to end this effect. 
+See bop iegiem Licid for related rulings. — TE 


Reaping the Inst * 
Buyhack: “Sacrifice a ad. Gain 2 ie EX 
Ench * 


0: Tan target attacking creature you control 
from combat and untap it. EX 
Inst 1* 
Prevent all damage to one or two creatures. (Treat 
further damage normally.) US 
Remembrance Ench 3% 
Whenever a nontoken creature you control is put into 
a graveyard, you may search your library for a copy 
of that creature card. If you do, reveal the card, put it 
into a hand, and shuffle sad library afterward. US 
ne Sore 2% 
Target sous deals to itself damage equal to its 
ee TE 
mihSu Smith 1/2 1* 
Protect fom red, 5E 
Inst 1 
All damage dealt to you so far this turn from one 
source is retroactively added to your life total instead 
of subtracted. (Treat further damage from that 
source normally.) *Reverse Damage may be played 
either during the damage-prevention step when the 


Sor - Sorcery 
SC - Summon Creature 


Type P/T Cost 


damage is dealt or Jater in the turn. If you play it 
later in the turn, side effects of the damage, if any, 
aren't undone. «If a single source dealt damage to 
you at different times over the turn, total the damage 
from that source so far this turn and reverse all of it 
* Only unprevented damage is reversed, and reversing 
the damage prevents it. So playing more than one 
Reverse Damage isn’t useful unless more damage is 
dealt to you after the first effect resolves. 
Remember that mana burn is loss of life, not dam- 
age, so you can't regain it with Reverse Damage. 
Reverse Damage doesn't cause you to gain life equal 
to twice the amount of damage dealt to you by that 
source so far this turn. Rather, the damage is consid- 
ered to never have been assessed against your life 
total in the first place. You then gain life equal to the 
damage that would have been dealt. For example, if 
Reverse Damage is played while Forsaken Wastes is 
in play, your life total will be reset to what it “should” 
be, though you won't gain life ii . —" to that. 3 


Target on creature gets ant until end of e s 


Ench 
Walls can attack as though they were not Walls. "SH 
Ench 1* 
+: Prevent all damage to you from an artifact source. 
(Treat further damage from that source normally.) 
Cycling 2. See CoP Artifacts for related rulings. US 
Ench 1* 
3: Prevent all damage to you from a black source, 
(Treat further damage from that source normally.) 
Cycling 2. *See CoP Artifacts for related rulings. US 
Ench 1* 
#*: Prevent all damage to you from a blue source, 
(Treat further damage from that source normally.) 
Cycling 2. *See CoP Artifacts for related rulings. US 
Ench 1* 
+: Prevent all damage to you from a green source, 
(Treat further damage from that source normally.) 
Cycling 2. *See CoP Artifacts for related rulings. US 
Ench 1* 
*: Prevent all damage to you from a land source. 
(Treat further damage from that source normally.) 
Gyeling 2. See CoP Artifacts for related rulings. US 
Ench 1* 
%*: Prevent all damage to you from a red source. 
(Treat further damage from that source normally.) 
Gyeling 2. See CoP Artifacts for related rulings, US 
Ench 1* 
*: Prevent all damage to you from a white source. 
(Treat further damage from that source normally.) 
Cycling 2. See CoP Artifacts for related rulings. US 
Inst 1* 
Preheat up D 3 damage to target creature. At end of 
turn, put a +0/+1 counter on that creature for each 
1 damage —_ in this way. 5 
Ench 1* 
Whenever 2 an effect controlled by any opponent puts 
a land into your graveyard from play, put that land 
into play. SH 
Su Cleric = 1/1 * 
1 *, Sacrifice Sacred Guide: Reveal cards from the 
top of your library until you reveal a white card. Put 
that card into your hand. Remove all other revealed 
cards from the game. TE 
Ench 3H 
2%: oe creature deals no combat damage this 
turn. iE, 
‘ 2 Biessit EC * 
Enchanted creature gains, “<: Prevent all damage to 
any creature from any one source,’ SH 
Su Cleric = 1/1 1* 
&: Preven 1 damage to any creature or player. 5E 
Su Cleric 1/2 2* 
D Pret up to 2 damage to a creature or player.US 
Su Soldier 1/4 1% 
Sacrifice ees Guardian: Prevent all damage to a 
creature or player from one source. (Treat further 
damage from that source normally.) 
Inst * 
Sacrifice a creature: Return any number of target 
creatures you control to owner's hand. SH 
Su Soldier 2/2 22% 
Whenever Seasoned Marshal attacks, you may tap 
target creature, US 
Su Angel 4/4 6% 
Flying, Whenever any creature Seraph damaged this 
turn is put into any graveyard, put that creature into 
play under your control at end of turn. Sacrifice the 
creature if you lose control of Seraph. */f a creature 
damaged by Seraph leaves its owner's graveyard 
before the Seraph's effect resolves, the effect will do 
nothing to it, even if the creature has returned to the 
graveyard. * Whether the creature is a creature card 
is unimportant. For example, if an Assembly Worker 
damaged by your Seraph is destroyed, the Seraph 
effect will put the Mishra’s Factory card into play 
under your control. «The ability triggers when an 
appropriate creature is put into any graveyard, not 
when the Seraph damages a creature. Therefore, the 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type P/T Cost 


player who controls the Seraph as the creature dies 


is the one who plays the ability at end of turn and 
who gets control of the creature at that time. This 
isn’t necessarily the player who controlled the Seraph 
when it damaged that creature. How the Seraph 
damaged the creature is unimportant. * Triggered por- 
tions of an effect don’t care what happens prior to 
the effect's resolution. If you don’t control Seraph 
when the creature is put into play, this won't cause 
the oreature. to be destroyed. 5E 


1* 
Destroy target enchantment, cai ite equal to that 
enchantment’s total casting cost. TE 
Su Avatar */* 4 
Serra Avatar has power and toughness each equal to 
your life total. When Serra Avatar is put into a grave- 
yard, shuffle Serra Avatar into owner's library. US 
EC *% 
During your upkeep, pay #% or sacrifice Serra 
Bestiary. Enchanted creature cannot attack, block, or 
play any ability that includes «> in its activation cost. 5E 
dir Su Paladin 2/2 29% 
gS: Prevent 1 damage to any creature or player. 
1 *%*, ©: Attacking this turn does not cause tar- 


get creature to tap. 5E 
Wt i Su Soldier = 1/1 * 
First strike, US 
EC 2 


Enchanted creature ets +2/+2 and gains flying, 
—— -_ not cause enchanted creature to tap.US 


Ench * 
During your ll you may put a verse counter on 
Serra’s Hymn. Sacrifice Serra’s Hymn: Prevent up to 
X damage total to any number of creatures and/or 
players, where X is the number of verse counters on 
Serra’ 's Hymn. U 
erra’s Liturgy Ench 2% 
During your upkeep, you may put a verse counter on 
Serra’s Liturgy. *, Sacrifice Serra’s Liturgy: Destroy 
up to X target artifacts and/or enchantments, where X 
is the number of verse counters on Serra’s Liturgy. US 
kles EC 2% 
Enchanted creature does not untap during its con- 
Lag untap phase. #*: Return Shackles to —_. 


AKO Su Cleric 1/2 1* 
0: Redirect 1 damage from Shaman enor to a 
creature you control, 1 #: Redirect to Shaman en- 
Kor all damage dealt to any one creature from any 
one source. S 


Su Soldier 0/3 1* 
5E 


Su Soldier §=— 1/1 * 


Sacrifice oe ‘Mate: Target creature gets +0/+4 
until end of turn. he 


Silent Attend: Su Cleric 0/2 2% 
: Gain 1 life. US 
| SuBird 1/1 1* 
Fivag. Attacking aa not cause Skyshroud Falcon to 
Ne SH 


Inst 

Tete target blocked creature. SH 
Soltari Champion Su Soldier 2/2 2% 
Shadow. If Soltari Champion attacks, all other crea- 
tures you be get +1/+1 until end of turn. 

it ler Su Knight 2/1 2% 
Shadow. 1 *: Soltari taeda gets +1/+0 until end 
af t tum. TE 


Emissary Su Soldier = 2/1 1* 
* Sota Eicon gains shadow until end of turn. ~ 


Su Soldier = 1/1 


Shaiow. tt 
Su Knight 2/2 2% 
Shadow. First aie when attacking. TE 
Su Cleric 2/1 *% 
Protection from black, shadow. iE 
SuCleric 2/1 a*% 
Protection ‘from red, shadow, TE 


Su Soldier = 1/1 1%* 
Shadow. If Soltari Trooper attacks, it gets +1/+1 until 
end of turn, TE 
onat SuCleric 2/2 1# 

Shadow. i Soltari  Vigonary damages any player, 
destroy ~~ enchantment that player controls, EX 
Su Cleric 1/1 * 
1 *: Target attacking creature with flying deals no 
combat damage this turn. US 
H Scuiptt Su Townsfolk = 1/1 2% 
1 *, : Target creature becomes an enchantment 
and lases all abilities until a player successfully casts 
a creature spell. US 
Su Cleric 1/1 * 
Were any other creature comes into play, “e 


ST - Stronghold 
EX - Exodus 


Title Type P/T 


Su Spirit 2/2 a* 
Flying. 0: "Redirect 1 damage ro Spirit en-Kor to a 
creature you control. SH 


EC * 
For each 1 damage enchanted creature deals, gain 1 
life. * Gaining life is a function of Spirit Link, not an 
ability granted to the creature. If you have multiple 
Spirit Links on the same creature, each of them will 
give you life when that creature deals damage. You're 
the one who gains the life, even if you don’t control 
the creature. However, you can gain life only if Spirit 
Link is in play at the end of the appropriate damage 
prevention step. Protection from a color prevents all 
damage of the appropriate color, which will prevent 
life from bid gained. 5E 
Ench 2 
During your upkeep, if there are no Reflection tokens 
in play, put a Reflection token‘into play. Treat this 
token as a 2/2 white creature. 0: Destroy target 
Refisction. iE 
Su Soldiers 14 2% 
taking , nat cause Standing Troops to tap. EX 
Su Soldiers 3/4 3% 
When Staunch Defenders comes into play, gain 4 


ndl Su Sliver 1/1 1* 
All Slivers gain first strike, TE 
Inst X1* 
Prevent up to X damage to target creature. For each 
1 damage prevented in this way, put a +1/+1 count- 
er on that creature, SH 
ure Hunter Su Townsfolk 2/2 2% 
When Treasure Hunter comes into play, you may 
return target artifact card from your graveyard to 
i a EX 


| Inst 2% 
Each, aes may draw up to two cards. For each card 
4 than two any player draws, that player gains 2 2 
life. 5 


olves Su Wolves 1/1 * 
5E 

fonk SuCleric 2/2 a 
When vere Man comes into play, gain 2 life. SH 
of Su Angel 2/2 3% 
Fina, protection an black. US 


Su Angel 2/2 3% 
Fig, proton sa red. US 


Es f Su Wall 0/4 1* 
For each 1 ae og dealt to Wall of Essence, 
gain 1 life SH 


SuWall O/7 1** 
At end of ones remove from the game all creatures 
blocked by Wall of Nets. If Wall of Nets leaves play, 

return to play under their owners’ control all creatures 
removed from the game with Wall of Nets. EX 


words Su Wall 3/5 3 rd 


nt Ench 1* 
Wheoar target opponent successfully casts a red 
spell gain 2 life, TE 
Su Angel 3/4 4 aa 
Fiying, For each 1 ‘en Wartor Angel deals, gain 
1 life. SH 
{ Su Knight 2/2 3% 
0: Redirect 1 damage from Warrior en-Kor to a 
creature you control. 
Ins 2% 
Put three Knight tokens into play. Treat these tokens 
as 2/2 white creatures. Remove them from the game 
at end of tum. US 
K SuBid Wl 1* 
Fang i Wel Hawk is put into any graveyard from 
play, you may search your library for a Welkin Hawk 
card, reveal that card to all players, and put it into 
your hand, Shuffle your library afterwards, EX 
Su Knight 2/2 
ist tke, ttn from black. 5E 
t Ratt Sorc 3 
Destroy al penal with no enchantments on them. 
Li} ee cannot be regenerated this turn. TE 
Ench 3% 
ane tat would reduce your life to less than 1 
instead reduces it to 1 if you control a creature. US 


Wy 


Ne 


Inst * 
Buyback 2. Sacrifice a creature: ‘Gan life equal to 
the sacrificed creature's toughness, TE 
Nrath of God Sore 2 
Destroy all creatures. Those creatures cannot be 
regenerated this turn. * This spell isn't targeted and 
doesn't deal damage, so protection from white won't 


save a creature. 5E 
\ Knig Su Knight 2/1 1* 
First strike. SH 


lots en-Jal Su Soldiers + 2/4 3% 
Daring your upkeep, if all nonland permanents you 
control are white, gain 1 life. 


XK 


CLASSIC (TYPE 1) Mirror Universe 
BANNED* Mishra’s Workshop 
Amulet of Quoz Mox Emerald 
Bronze Tablet Mox Jet 
Channel Mox Pearl 
Chaos Orb Mox Ruby 
Contract from Below Mox Sapphire 
Darkpact Rebirth 
Demonic Attorney Recall 
Divine Intervention Regrowth 
Falling Star Shahrazad 
Jeweled Bird Sol Ring 
Mind Twist Strip Mine 
Rebirth Tempest Efreet 
Shahrazad Time Walk 
Tempest Efreet Timetwister 
Timmerian Fiends Timmerian Fiends 
Underworld Dreams 
CLASSIC (TYPE 1) Wheel of Fortune 
RESTRICTED Zuran Orb 
Ancestral Recall 
cp EXTENDED BANNED 
Black Lotus vib ahi Ser ne 
Black Vise following limited 
Braingeyser edition expansions 
Demonic Tutor and hasic sets are 
Fastbond banned unless they 
C k : are reprinted ina 
\vory Tower imited 
Library of Alexandria i se ° ai: 
otherwise: 
Neato Arabian Nights 
Mirror Universe Antiguities 
Mox Emerald 
Legends 
* Limited 
Mox Pearl ae 
Unlimited 
Mox Ruby 
Mox Sapphire The following 
Recall individual cards 
Regrowth are also banned in 
Sol Ring Extended format: 
Strip Mine Balance 
Time Walk Black Vise 
Timetwister Braingeyser 
Underworld Dreams Channel 
Wheel of Fortune Demonic Tutor 
Fastbond 
CLASSIC- Hypnotic Specter 
RESTRICTED Wory Tower 
(TYPE 1.5) BANNED* Kird Ape 
Amulet of Quoz Land Tax 
Ancestral Recall Mana Crypt 
Balance Maze of Ith 
Berserk Mind Twist 
Black Lotus Regrowth 
Black Vise Serendib Efreet 
Braingeyser Sol Ring 
Bronze Tablet Strip Mine 
Candelabra of Tawnos Wheel of Fortune 
Channel Zuran Orb 
Chaos Orb 
Contract from Below STANDARD (TYPE Il) 
Copy Artifact BANNED * 
Darkpact RATH CYCLE 
Demonic Attorney CONSTRUCTED 
Demonic Tutor BANNED 
Divine Intervention Cursed Scroll 
Falling Star 
Fastbond 
Feldon's Cane 
Fork 
Ivory Tower 
Jeweled Bird 
Library of Alexandria 
Maze of Ith 
Mind Twist 
“Any ante card contained in any 
newly released card set 


WAT § 


URZA:THE LOST YEARS 


TH LEST MAGI PANSION 15 KNOWN AS 
URz SAGA. CEM S WAS Puls TO 


NERS AROUND, FOR 6 3000 


HERE'S SOME STUFF 
UR2A DID THAT THEY NEGLECTED 


TO MENTIONS — 


UR2A COMES To BELIEVE THAT 
ALL THE WorRLD'S PROBLEMS COULD 
BE SOLVED IF PEOPLE JusT TALKED 
To EACH OTHER. HE BUILDS A 
WORLDWIDE COMMUNICATION 
NET, WHICH 1S TAKEN OVER BY 
A RUTHLESS TELE MARKETER, 
CIVILIZATION) COLLAPSES, 
URZA BOOKS. 


Sain us.” 
» BROTHER. 


DEPRESSED, HE SPENDS 12'°7 
YEARS AS A HERMIT IN THE 
DESERT OF SHIV. THIS PEACE 
IS SHATTERED BY A SUDDEA/ 
INFESTATION OF SPORT 
UTILITY VEHICLES. 
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UR2A BECOMES A SHORT- 
ORDER CooK FOR GO YEARS. 
HE’S FIRED WHEN HE TRIES TO 
MAKE FooD MORE ‘USER 
FRIENDLY.’ 


BY PHIL FOGLIO 


TERRIFIC, AND HE BECOM 
RICH SUPPLYING ART-LIKE 
PRODUCT TO HOTELS AND 


Md PT RADING- CARD GAMES, HE 
iy | Scones DIT 7eR. 


HE GETS MARRIED AND 
BECOMES THE PATRIARCHOF 
A SMALL NATION. BECAUSE oF 
THEIR REFUSAL TO USE PHONES, 
THEY ARE WIPED OUT BY THE 
TELEMARKETER EMPIRE, UR2A 
UOWS REVENGE. 


HE GOES ON VACATION For 
Sl YEARS AND NEVER CHECKS 
HIS_ANSWERING MACHINE, 

THE 143 MILLION UNCHECKED 
MESSAGES OVERLOAD THE 
SYSTEM, AND THE EMPIRE 
COLLAPSES, 


www. studiofoglio.com 


Work the AWGIC 


on Gathering 


Dream. Scheme Holiday 
Wish List 


mA aati box set 

WH Urza's Saga™ tournament packs 
Urza's Saga preconstructed decks 
“Special Delivery” 

@ “The Plague” 

I “Tombstone” 

@ “Sleeper” 


I Urza's Saga boosters 
i Unglued™ boosters 


I Fifth Edition™ game 
I Fifth Edition boosters 


Tear out this list 
and make sure you 
get the goods. 


locator.wizards.com>. 


Ptr gear res 
Game Support (800) 324-6496 
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Jeepers!! 


You’re sittin’ on a gold mine! 


Check out The Duelist Price Index, coming in next month’s issue. 


Complete Magic card price list, tradability ratings, and a regular 
column on the financial aspects of playing Magic. 


All this in one magazine, along with the most in-depth Magic 
strategy, complete Standard player’s guide with up-to-date rulings and 
errata, inside information about the game you love, and 
unparalleled coverage of the trading card game industry. 


DUELIST 
PRICE-INDEX 
A complete guide to selling and trading Magic cards. 


